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PAGE 6 


SOFTWARE 


support for your XL/XE 


TRANSDISK IV 



NEW! 


Now available exclusively from PAGE 6 SOFTWARE 
TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISK IV is a simple to use utility that will transfer aff your cassette games to disk - easiiy and quickly! 


Handles any type of cos&ette format 
Allows several games on one disk 
Handles cassettes that require fuH 64k memory 
Complete with chart of exactly how to transfer 
the more popular gomes 


TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer files lo your ST without 
the need for a costly interface. TARITALK will transfer text liles^ 
dotobase intomnation, pictures, music files, BASIC programs^ in 
fact any tile that has a normal DOS directory er^try. Just plug in 
the TARITALK cable, run the software on each nnachine and 
your files will be transferred complete with full error checking, 

Ptease note thot TARITALK does not convert files - it is up to you 
to moke any amendments necessary to use the files on your ST 

TARITALK is £19.95 complefe with cable, 
software and instructions 

/4(m 


Handles cassettes that load extra levels 
Use all available memory on XL/XE machines 
Full step by step instructions lncluded4 

Price ii9.9S 

SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teach four to five year olds the alphabet 
plus word recognition and word and picture associoliorr. Guide 
them with those first steps whilst also teaching them to enjoy the 
Atari as a creative tooL SPELL ME has been written by o pual- 
ified teacher and has been enjoyed by hundreds of Atari 
owning youngsters. Why not let your children enjoy it too? 

SPELL ME is avaiiable on cassette at £4.9S 
or disk at £4.95 exclusiveiy from PAGE 6 
SOFTWARE 


CON[\HG SOOH - MiOMPiSTBR 
Jh^ Midi seQuer\cer and music 
player tor your 8‘bit Afan 


THE BIG DEMO 

The best demo ever produced for the 
XL/XE, Great graphics, excellent music 
and the best sampled sound ever 
heard on an B-bit Atari (even beats a 
lot of the ST stutfl) 

Con you afford to miss out any longer? 

THE BIG DEMO iS £3.95 

Please note ihat ^Dinis of scrolling mesMses contain wrds ttral 
pauflle tnlQiii Dbisct 1o anit the disk siiouid not os 
tbnSKlereil judalilt lor young children Thn BIG DtwCl requires 
3 Tt>5D difiimrrtfe and wilt not fun fully with any other dru'e 


MINI OFFICE II 

Possibly youT lost chorrce to purchase 
the best piece of serious software cur¬ 
rently available for your XL/XE 
WORD PROCESSOR ■ SPREADSHEET 
DATABASE - GRAPHS “ LABEL MAKER 
all in one great utility 

We have just purchased the last remain¬ 
ing stocks of this fine piece of software - 
first come, first served! 

OUR PRICE £14.95 [Save£5oitfiRf) 


TIME & MAGIK 

Your last chance to purchase a copy of 
Level 9's top adventure trilogy. PAGE 6 
hos purchased the last stocks of this fine 
adventure threesome - this wJU definitely 
not be re-released! 

DISK or CASSEHE £9.95 

(saving £5 on recoTTimeneted price) 


All items on this page may be ordered with the order form on page 49 or by wtitirrg to 

PAGE 6. P.O. BOX 54, STAFFORD, ST16 IDR. 

Ciedit cord orders may be telephoned to 0705 213926 of FAXed to 0785 54355 




















'The magazine 
for the Dedicated 
Atari User' 


CONTENTS 



SKIRMISH 
Con you control 
SIX plones at once? 
I ype-in fun 


SUBSCRIPTIONS 

Annual subscription rates (6 Issuas] 


UK £10.00 

Europe £15.00 

Elsewhere (sea) £15-00 

Elsewhere (Air) £21.00 


Dv9fHas mt-GB reflect only the- dltfertftce In poelet CNts 

NEW ATARI USER ON DISK 

A disk contain lug all of the 6-blt programs 
from each issue of NEW ATARI USER is 
available either separately or on subciip- 
tion. Single price £2.95 per disk, Subscrip¬ 
tion rates (5 Issues) 


UK £25-00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 


Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 weloamas and areourages its read¬ 
ers fo sybmit, articles, programs and reviews 
for putnication, Programs must be submitted 
on disk or cassette^ articles should wherever 
possible be submitted as text files on disk. We 
seek to encourage your participation and do 
not have strict rules tar submissions. If some¬ 
thing interests yoj. write a program or aiticte 
and submit i|! Appropriale paymenl will be 
made for all publisned programs and articles. 

All original articles, programs and other mate¬ 
rial in NEW ATARI USER is copyright of the 
author as crediled. All uncredited material is 
copyright PAGE 6. Unless containing the by¬ 
line 'All Rights Reserved' any material m 
MEWATARIUSER may be reproduced by 
User Groups and other non-profil making 
organisations provided thal the author's name 
is included and PAGE S is credited as the 
Original publisher. Permission to publish else¬ 
where should be obtained from PAGE 6 or the 
author. Edilors of newsletters repr^ucing 
material are requested to send a copy of the 
relevant issue to the Editorial address ol 
PAGE 6, Whilsi we lake whatever steps we 
can to ensure ihe accuracy of articles and 
programs and the contents of advertisements, 
PAGE 6 cannol be held liable for any errors 
or ciaims made by advertisers. 

ATARI fJM) is a regislered trademark of 
ATARI CORP. All rsferencGs should be SO 
noied. NEW ATARI USER is an independent 
publicaiiGn and has no connection with Atari 
or with any oiher company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 24th May 
Editorial copy date is 15th April 
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THE CREDITS 

All of the slLiff Is on page 3 here are 

the pcciple who made this Issue posalDic- 

LcB EUinghftin did the edidnft, layout ^d 
evTrvthlng else but spent most oRhe time 
woncleiing who decided to tally put 24 hours 
in a day and dreaming of doing things that 
either do, liskc ■^'Cepin^t 

$andy looked, after the advertising and roah 
order and lots of other things 

John Barnsley finally became legliimat e 

Stacey Mitchell [hut not lor tong) mess^ 
up the letters page last Issue by coming back 
home. Confnsed'r Yon will be. 

The Regular Contributors, who pro^^de the 
bac.'kbone of tbe magazine 
be relied upon to come up with, good artlcU* 
and re^dc^'Si are 

Mark Hutchinson 
John DaTtson. 
John Sweeney 
Damon Uowarth 


hard times? 


Garry rrancis 
Matthew denes 
John DavlMMi jr 
Paul Rixon 
Ian Finlayson 


All other contrlbTJtcirs for this issue arc indl- 
viduallv credited alongside th^r arbcles or 
nrogranis. Thanks to c^-erybady for sbanng 
their work and enihusiaHin with other Atari 
users. 

No rrwsso#es across the miles this dmi'J 

We hadn't quite »ortctl out the cover 
when this fit was wrtlltn. hut It f “uW ® 
Picture of Ftome planes tir helnioptcTa. ^at 
ever it is^ the photograph is cmirtesy ot 

T.R,H. Pictirrea. 

Con the irispfnitton ijortiehou? the 

amoasit o/music thiiBjar h£is betri 
Whnt's hoppenir^? Tftose loho did , 

elude NonS^rii^di fti-s ahtJoysJ, Mark Knop/ 

It'f, Dolores Keane, Joan 

blast Jhtm the past, Hondlps. Much ® 

stuff-i riouf on CD und (he &iok 

O/TniJosions nefnairor one of the ^finest alhans 
enpr made Hard to beltei-ie it s cimiiRd 15 
f^^d. Isn't ii about time ^e fSE an 
CD'? Tijne to go back ft> sleepi 

NEW ATARI USER la the magaiinet 
PAGE e iB the concept^ Wherever you see 
PAGE 6 yon'U know what It meansT 

The neut iBSue of ATARI USER could 
feature VOUR orticle 
so SEND nr IN 

rAGE $ sfunitisjasf c-Jhal you rart do uAth A£an- 
With the ejccepEkjn ofP^ oiKpai a 
LLK- of a re-jj^n DcwMra [i-JiCn^s (fie- 

rmagcudfie is j>repart^ enfimly 

tied irtduritr# JSOXJ?. J050 disk drWe. fitD 
disk {tniie, 4J'd cassette foceastartaliyrj'. fiSD 
nKC 802 :^ printer. ]040ST.6Mi24 
Sirm hard disk drtix. Cttman^ 1 rr<eg disk 
jLpsori pniilcr, Kyoosra [tMerpnnt€^troE[(if- 

jer printer buffer. SffhL^ (rirfucEt^S f^ScK Wt 
"njiSo Basie. Kcmia. Ft Intertii'imJTL 
Mz, S-AyrittST, Proteja arvi 

Artldes and prt>gram.-s aubmitfed twiXL^XE dtsks^ 

teti, trunsferred acrass to the 5JT Wfi TAJ?f-TA^, 
niiyS- edo^tf i-s dotte teith l^oU-^and jxi^s in laid 
0^ tij4th fleet Street f^ibllsticff. A dis*' 

ShtT-J post-s ia sent up w The- .^seting in 

^tiatie- l'■a typev^CCing bureau li^ha nMllg 
S de ^Smg With the. sn io be output on ^ 

300 and Key preS(a Jtnuthfd pages are serii l^k. it 
«rfxitr /Iii th»i 1= M 

the orwi rJhotos. Weli. it s nirf qioie as eo.m as 

thciJ. but yiOiJ. get rbg Ecfa^iT _ 


famous American magEiZlnea tha 1 n'setting new subsciipUcma to 

and ™ -d 

into two to be the easy option ll is in this 

and l!^« 00 so™ found themselves In Tmaneial trouble, me orig^al owners 

sold out to a new publ^her who ^firto go So publishing a 

rwe d. 

supporting “'^1' 1 rweived the Deeember/January issue of the 

separating into two maga^ies. Any > ANALOG- A splendid 

ceoomblned ANAl^O and -S^to with such Utt.e 

132 pages but only /of the U.S. User Group newsletters 

«»u*»•'■ 

r^^Ct'Stubsl^te is only available with a rompulsoty disk, Again adverti^ng 
If you wan obviously atruEigJlnfi hard to keep faith with ttie 

support is ndnimal mo good. ANTIC ivas the magarlne 

SspL“e 6 and, whilst it is good that we ate stlli going. 11 does not do my 

heart good to see one of Ute best Alart toSo^be for a long time 

sowhatis our Oiwt last year and sales 

will appear One ^^1^ that. I must admit that I 

v^rill notice Irom past issin-S that we nave ue^ j ^ rjArir tint was one of mv 

don't like to tisc too much “*-1^'®^®®^*^“ hme to be sensible. If this is the way to 
major entietsms of tj,^ products and seiviees that PAGE 6 

®”Tote afeSeihy to support the Atari and the day may well come when certain 


DO THEY CARE? 


1 often wonder whether the maj» eompanies ma^ 

tried to seek out a number of products fot *^0 ^ nightmare. Several of the 

whilst the products are certainly ® ^ delayed.^siinply because It has 

offers through the Accesaoiy , , -he goods to get their fingers out and 

been impossible to get the companies f „ i ,, yg i^gt gets the 

send them 1 " its. "The ““P“‘®® ^,raung. It sims that the only way to 

blame for noL supplying and it tn invest in a lot of stock which 

ensure that goods advertised are readily 'f'";V” ^ A etuyteroise and one 

to" stotild - “"**Xt toe st" is tvaUabt'^^^win 

understand why, at:,men that they could not supply 

I used to deride all those reiallem who "ubefore 

but 1 am now beginning to understand the problems. Give a lime tnougn 

Zottng the retfuer. he might just be as frustrated as you! 

^il S^iirl^^cwr, 
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THE ATARI SHOW IS ON! 

Just as we wm( to press ive learnt itial the lon^ rumoiifec] 
Atari Shcjw Is on, at least we think it is! The show will hr 
eallrfl ATARI 90 and is being held at The Kovolel Hotel. 
Hammersinilh. London, on the 1st to Srd June, 

Both floors ctf the cKhlbltJon hall arc to be used with tlie 
■seriouH hIuIT upstairs and Uie games doivnstalrs. We under- 
-stand that they are not going to let e\Tn a fiaOSTFM up¬ 
stairs! One of the gripes Atari had ab{.)ut the last Atari Shov\' 
at Alexandra Palace was Lhai the admission price was too 
high so ATARI 90 will be to get in or £4 for a family ticket, 
which means (hat the kids get in free! 

All we have to do now' Is pray that Atari, not renowiicd fcir 
(heir organisational abilities, can get the show on the road. 
So far the going hasn't been too good hcoauM.: they booked 
an advert in Ibis issue of NEW ATARi USER and the follow¬ 
ing day cancelled (t wltliout. explanation! Whatever happens, 
if it s on we’l] he thcre^ and we hope to see ym.i all there. It 
could he a g<x>d one. 

ROLAND SOUND MODULES 

Good newfj for budding comprjsic™ who own an Atari ST. or 
et^en an XL/XE wi(h a Midi Interface, eh (hat SollscanK one of 
[nir long term advertising supportei's, have set up a dealer¬ 
ship f[]r the new Roland CM series Stereo Coinpulcr Sound 
Modules. 

The Roland CM Es basical^ a hill syntliesiscr without a 
keyboard and can be pnigrammcdi via any eoniputer with a 
Midi interface. Sound quallly is superb and you can oreatK 
some amazing cffeelK. If you arc not talented in the compos¬ 
ing field then you can hear what the professionals can do 
with it, beea;],5c many of the top ST games now have a 
professionally written soundtrack for (he Roland. The sound 
and the atmosphere of these games is incredible. The mod¬ 
ules arr not cheap, starting at £i!i69, but this is around half 
the price of a comparable synthesiser go It could be well 
worth a look. Soflgi^an have an advertisement on page 55 li^ 
(his issue where you'll find more detads. 


MONITOR NO MORE 

We understajid that MONITOR, the magazine of the U.K. 
ATARI OWNERS CLUB, is ofTieiatly dead. Many people have 
been wondering what had becoine iif the magazine sincTi the 
ueual long wait between issues got longer and longer during 
the lasi year. Apparently sm-eraf of the people who r^n the 
ma^^Sne liave left the club, making ll almost impossible for 
the club to continue to publish. 

MONITOR was, wllhoui doubt, the llnest Atari dub maga- 
zEne ixE have been produced in this country aiid il will be* 
sadly mlSKed. The duband the magazine had a fine |jrdigrcc, 
being estabEished when the very first Atari 400^3 hit these 
shores, ft was Ibunded by Maplln Electronic^s, the very^ Brst 
company lo support the Atari, and was taken over by a 
group of employees who remained working at Maplins and 
lielped the dub grow to f>ecomc the biggest Atari User group 
In the U.K. The club and niagaicinc were run by enlbusiasts, 
and not for profit, and vrhen most of I he key Wters and 
helpers went olf to iind jobs in other parts of the land, as 
tends to happen nowadavH, the end of the magarinc was on 
the cards. 

We believe thai subscribers are being offered soltware fni-m 
the club library in exichangc for any tiioney outstanding on 
their subscriptions. Sorting out is likely to take some time 
though so, if yon have written, be palimt, 

AMATEUR RADIO RALLY 

The promised minL-A(ari show at the Naticmal Motorcycle 
Museum in Birmingham is not taking place dut Iej (he 
organisers failurr; to get it together En (ime [their words and 
aptilogies). If you really want to go to ttie National Motorcy- 
de MuHcum though, why nol pop along on Easter Sunday, 
15th April, to the Centre ofEngtarwl Amateur Radio Rally for 
a feast of fun for hackers of all ages and abilities. Whilst noi 
par(icuIarly for computers,, (here will be a few Ihcrc along 
with amaieur radio and televEsiEin and more eleetnmie bits 
and pieces than yon arc ever likely lu find again In one place. 
If yon have any IntercHt in hardware or eletiironics it may 
well be worth a visit. Further details can be oblaEncd from 
the organiserfi on 0952 596173. # 


CALLISTO COMPUTERS 

DEPT A3. PO BOX 233. SHEFFIELD. S6 4AZ TEL: (0742) 326533 


ATARI 800/XI_/XE^ 


mOM CAFf~rFtil>QE^ 

£&.so 

B«am Rider, DetenOet, fhKigners 
Pencil, preadnaught, Eagtcfn Front, 
GaiaxEans, Hero, Joiisl, KabocHn, 
Missile ComiTiand, Moon Pa|rol, Mr 
Gml, PBcman, PHTall, Pitfsli II, Pole 
Poslllon, Rivar Raid, Tennis, US 
FootEtall, XeoJI 


Fort Apolocolpyj 
Fruit Machine Sii 


Games 


C«33 bisk 


1M .. S.OS 

AlCwolf .... 1.95 

Arkanold . 2.05 

Afitrodroid . 2.05 

BallblaESr .. 19.50 

Black Lamp .. 7.75 

Blue Max .. 

BMX Simulalor .. 2.95 

BouldardaBh 11 . 2.95 

Chuckle EflOi ........... 2.95 

Colossus ChesB IV .. a.75 

Coamlc PI rale . 2.95 

Crack up . 1.95 

Cops n'Robbars .... 1.9S 

Dawn Faider 1.95 

Daylighi Robbery .... 1.95 

Domair of Unde^ „ 2.95 

Dracanui . 6.95 

Drelbs .... 

Druid ..... 

Encounter .. 2. 95 

Exploding Wall .. 2,95 

Fantastic Soccer 2.95 

Football Manager .... 2.95 


6.95 

9.95 

4.95 


9.75 


9.95 
4.50 

5.95 


4.59 


fse . 

lim 

Gauntlet ... 

GhOStbuslers . 

Grand Frtx $im . 

Graeri Beret .. 

Gridnjnner .. 

Qunlaw ... 

Hacker .... 

Hai^ball .... 

Hawkquesi .. 

Henry's House . 

Hover BOver .. 

Jocky Wilson Oart .. 

Joe Blade ... 

Kennedy Approach 

Kenny Dalglish .. 

Lhb Vegag Casino .. 

Little Devi! . 

Living Daylight* ...... 

Lone Raider . 

Mad Jax ... 

Mediator ... 

Mira* Force .. 

Mountain Bike Racer 

Mr Dig . 

Mr Remot ... 

Nltemare* ... 

Ninja Commando .... 

Panther ... 

Periscope Up .. 

Phantom ... 

Planet Attack . 

Pogotron .. 

Protector ... 

Ouasimodu .. 

Red Max ... 

Resoue on Fractalus 

Revenge il ... 

Robot Knights 


.... 

4.50 

HbCkford .. 

1.95 


2.95 

.... 

Rosen's Brigade ...... 

5.SQ 

5.50 

2.95 


S. Davie Snooker „„ 

1.95 

j... 

2.95 

.... 

Soreemlng Wings .... 

2 . 91:1 

■■■■ 

2.9S 


Shanghai .. 


6 .S 0 

2.95 

.... 

Sidewinder .. 

2-95 


1.9S 


Solo Flight .. 

8.75 

8.7S 

1.95 

6.95 

Space Wars .. 

2.95 


.... 

Speed Atie ... 

2.95 

4.50 

2.95 

.... 

Speednin ... 

2,95 

1.95 

17.95 

Speedzone ... 

2.95 


.... 

Spindizzy ... 

2.95 

4.95 

t .95 

.... 

Spy Hunter .. 


4.50 

2.90 

4.50 

Spy vs Spy .. 

2,95 

1,95 

a .75 

Spy ue Spy Island .... 

2.95 


7,75 

Star Wars . 

S.95 

10.95 

11.50 

Sun Star .. 


4.50 

2.95 

4.50 

Tail of Beta . 

3,95 

4.95 

2,95 

4.50 

Tiger Attack . 

7.7S 


2.95 

4-50 

Twilight World .. 

Wer Copier ... 

Winter Events . 

2.95 


3.50 

.... 

3.75 

6,95 

2.9S 

..., 

.... 

6.95 

.... 

5.00 

Wlziard of Wor . 


6.95 

2.95 

.... 

Zaxxon .... 

4.^ 

4.96 

2.95 

1 95 

4.50 

Zybex .. 

2,95 

4.50 

4.50 

6.95 

■ ADVENTURES 

CasB 

Disk] 


2.95 

1.95 

1.95 

2.95 

2.95 

2.95 

2.95 

2.95 

2.95 

2.95 


6.95 

4.59 


4.50 


4.95 

6.95 


Ballyhoo .. 

Gnome Ranger ........ 8.75 

Gunslinger .. 

Ingrid's Back . 12.75 

Lapis PhifoBh.,, 

Scapeghost . 

Seastalher .. 

Silicon Dreanis .. 

Suspect ... 

Time ^ Mag lok ........ 12.75 


11.50 

a.75 

5.95 
12.75 
.... 5.95 
12.75 12,75 
.... 11.50 
12.75 
11.50 


1 WAR GAMES 

Cass 

Disk 1 

Coh. Vietnam 

8,75 

8.7S 

Crueade In Europe .. 

8-75 

9.50 

Decision in Desert .. 
Knighlj; of Desert 
NATO Commender .. 

.... 

8.75 

8.75 

.... 

9 50 

1 WON-SAME SOFTWARE 

Cass 

DiSkl 

ACE C Language .... 
Alariwriler Plus 

.... 

2,95 

17.30 

Fig Forth .. 

2.95 


Graph It .. 

Home Filing Manager 

Planetarium ... 

Prlntshop .. 

System S Pools .. 

4.50 

5.95 

12.95 

17.95 

2.95 

Touch Typing ........ 

4.75 

.... 

Turbo Basic .. 

Turl Form ... 

2,95 

3.75 

Viscalc . 

.... 

17.95 

STA TVOJV 

23.30 

lO^hlDp Publislking Sysisnl (disk anl^) witti 
FFE£ Bd program ariri r«i| edUer 

COfL. CHJTRSPA oe 


e.S0 

Joff Minter's Light Synthesiser 

Cassette Only 



1 EDUCATION 

Cass 

Dl3k| 


Juggles House ... 
My Flrsl; Alphabet 


5.95 

6.95 


Can’t find what you want? TKen send for out free catalogue of Atari software 
All Atari 8-bit orders include free membership cf the Caliisto Computer Club 

AM prices include VAT, postage and packaging for UK orders over €4.00. Please add 40p Iot orders under £4 
EEC countries add El per order. Hon-EEC countries add £1 for first item and 75p for each additional item 

Make out cheques and postal orders to Caliisto 
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th<? tyjproprtcit^ nurtitwr codtr 
blit ujhen you List the iin^r, the 
Atciri Luilf LooLc up the ooiie 
table and substitute the Julf 
Jceyiijord- f/" ftecesscuT^. luflt 
shoio more fhoji three lines on 
the screen. 

There ore seLJero! lonys to 


Got a point 
to make? 


Got any 
questions 
to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST 16 IDR 


I 

ENJOYING IT! 

When, about three years 
agop my lOSO drive died on 
me I decided not to replace 
it and invested the money 
In a ST system. The ST is a 
superb machine which easi¬ 
ly overshadows our office 
PC and 1 get great enjoy' 
ment from using it and I 
shall continue to do so for a 
long time to come. 

Last August, for no appa¬ 
rent reason^ I decided to re¬ 
surrect my old 1303CE and 
sent off for one of the new 
XF551 drives and a copy of 
MYI>0S, When It arrived I 
set it up and spent half the 
night getting to grips with 
the new DOS. Suddenly 1 
had It and I was hooked. 

The drive is superb with 
true double density storage 
but It was not this that got 
me. it was the sheer Joy of 
using such a friendly oper¬ 
ating system on the J30XE 
after battling so long with 
the monstrously complex 
TOS and GEM on the ST. 

If only more ST converts 
would give their old S-blts 
an airiugt I am sure that 
they would once again real¬ 
ise what a remarkable 
I machine they have, 

Peter J. Kelly 

Mancliester 

Thru's prects<?l.y Luhol u>e 
have alujays said, glad some- 
ont? agrees. 

long LINES 

I have a 65XE with a data 
recorder and 1 am having a 
lot of problems trying to get 
a game to work. The one in 
question is In the August/ 
September Issue called 
Catch Day. I have used 
TYPO m but on lines 430. 
82S and 83S the end of the 


line docs not come up when 
1 list it. Can you please ei- 
plaln this to me. 1 have 
looked at the Atari basic 
but cannot find a way to go 
past the beep at the end of 
line 3 and get the code to 
match with TYPO lU. I am 
very impressed with the 
machine and would like any 
information that will help 
me. 

I, Nutton 

Holtaeck, Leeds 


... please could you give me 
some advice concerning the 
listing for Whist in Issue 
32^? Line 3800 appears to 
be too long and Is not 
accepted by the computer^ 
it gives "Error with a block 
at the end of the line. 

A, Peakes 

New ElthEUTi, London 

We hatJe had a lai of ques¬ 
tions Liloe this reetffitly/rom 
rtifLU uij6r.S- Tlie Atori screeri 
editor onl^ allcu-Lis three pfuj- 
sieaL lines ix> be typed In on 
tfie screen yet the computer 
can LTiteipiref and display 
lines longer than this. How 
come? TTie reason is that the 
Atari does not store 
'keyioords' like PLOT, SOLWP. 
pOSrnON etc. os/idt awrds 
biti rather as nuniericaJ 
tokens UJhich it look ty? on on 
iriiema! fable and it qJ-So has 
uery sophisticated syntax 
cheeking thal iDorks out 
Ltfhere spaces should be on a 
line. Once you knou? this, you 
carl begin to take odEXintage 
ojit by using a Jew tricks 
inLien typing in programs. Jn 
the majority of eases luith 
tines that end up too long 
u?h£fn ftsied out, the program¬ 
mer has used abbrei'iaflons 
Jot keywords siieh os POS. jbr 
POSmON, so,/or soLUid and 
GR. for GlMPHfCS. J/gou tyP*^ 
these abbreviations they will 
be accepted and stored u;ifh 


type in long lines. The Jlrst is 
to [ise abbreviations as 
shoLcn, the second is to leave 
out spaces, for example just 
type } OGR. ."/^R 1 TO 100, 

the Atari ivtil space it out. 

Another trick is to move the 
margin of tlie screen by 
typing POKE 82,0 before you 
start typing your program. 

This uilW alloin you to get. 
unotlier six characters per 
program Line on screen. One 
problem u?hen using these 
tricks is that the TYPO codes 
u:il[ not be correct ujheri press¬ 
ing Return. What you have to 
do is press Return then LfST 
tfie line you hauejLLSt typed 
by typing UST 1 tX) (of lotiaf- 
ever} and then tise tLie Con- 
trobAtrou' keys to moi>e the 
cursor up and press Return 
again, fl’you hove typed the 
[irie correctly then the correct 
code uiCit be shoiun, but if it te 
Ltirong then you hone a slight 
problem because / you try to 
alter the line you u;i[l lose the 
end! The only solution is to 
Lxse the Control-IJelete key to 
shorten the keyux>rds back to 
their abbreuiotions or take Old 
Spaces and type in the end of 
the line again. 

Alt of the llFies in printed list¬ 
ings con be typed in, afler all 
someone must have typed 
them in tfie/rst place, gott 
just need to knoiu hoie to do 
itl 

rescue REQUIRED 

I have typed In TO THE 
ftESCtlE from laauc 42 
using TYPO 3 but qaniiot 
get line 3110 to match the 
BU code* I have tried cvery- 
tliing on the keyboard that 
could possibly resemble 

__but nothliig works. 

Could you please teU me 
what was used, so the game 
can nm proporly- 

Mrs S.l*, Gathercole 

Nottingham 

Control-JV 
































































A NEW CASSETTE? 

1 have an Atari 65X£ and an 
XC12 data racofd«r but le- 
cently th« data recorder 
hasn't been functioning 
prof>erly. I have been phon¬ 
ing round to try and fins a 
new one but with no suc- 
ceasK Aa I deaperately need 
a new unit, could you re¬ 
commend anyone who 
might have some in stock? 

Adam Robertson 

Stockport 

We don’t knoio of any partivu.- 
lar retailer ujho might have 
cassette decks in stock but 
su^tjesf that you give a chap 
coiled Derek Fe?m a Ofi 
02: 353 5730. He tins a!I 
sorts of Loetrd and looadeGftd 
things for 8-bit Ataris, 


FS2 AND XF551 

1 read in your magazine 
that Flight Slmulatoi H la 
not compatible with the 
XF551 disk drlve^ 1 am keen 
to buy FS2 but I own the 
XF551 and ao I was wonder¬ 
ing whether any aolutlon 
bad been found which 
would make the almulator 
run with my disk drive. I 
have heard how good It la 
and I would hate to have to 
miss something apeclal. 

Bryan ZlUwood^ 

Southampton 

Vou certairdy Ore FtliCssiri^ 
someihiri^ Special! The reason 
t^iat FS2 ujonT twork luith the 
XF55J is due to the copy pro¬ 
tection ujhfch, loe belieiue. 
checks the speed of the drictr. 
The ofder Atari driues mirt at 
288 rpm but the XF55 J runs 
at 300 rpm. Ort the 310 apid 
J050 driLfs ttiere ts a srna!( 
pot u;hich q|?ects the drioe 
speed and it can easily be ad¬ 
justed but fheXP55J does not 
appear to have this so you 
can't skJUJ the dric^f doLuri. 
'There uiauld. appear to be tiuo 
sotutions - either a rnodf/tca- 
tion lehich nootdd aUoiJL.’ the 
XF551 to be sloujed doicn. (f 
this is indeed the prabten^ or 
a sp/tiaare patch that could 
zap the FS2 disk so that it 


does Mof bomb out ajier the 
copy protection fails to recog¬ 
nise the drive. Someone Fiii.LSt 
knoLu the solution to this prob 
Eem Has anyone produced a 
patch to modify tile copy pro¬ 
tection on FS2 to uwrk on the 
XF551? If so send tt tn to us 
and Loe can modify reader's 
disks ./or them. Has anyone 
mod (/led the XF351? Again 
send in the details, there are 
iitindreds of frustrated users 
uj/to ujoutd benej'it. 


DRIVraGYOTIMAD 

1 am a complete nnvice re^ 
gardlng computera, howev¬ 
er 1 waa lucky to acquire an 
Atari G5XL/XE plus several 
back iaanea of PAGE 6.1 
read the XL/XE manual and 
thought OK 1 can handle 
this but when I tried to type 
in all the llatlnga and DATA 
and RXJIf I got error after 
error {17 at line 20 - Syntax 
7?)^ Having no Idea what a 
STNTAX was (and still 
don^t) I decided to tape the 
Listings on on audio tape 
["Very simple") - place cas¬ 
sette in recorder {Mi-Pi) 
plug In mike, then read 
DATA statements aloud 
onto tape. Play back 
through headphones, no 
need to read and type 
aimultaneously^ I have be¬ 
come a computer maniac 
overnight (I blame Atari - 
the Commodore 64 is in the 
bln)» If you don't reply to 
my correspondeuce, don't 
worry, 1 will Still await the 
next PAGE 6 with anticipa¬ 
tion. trepidation (computer¬ 
isation)^ 

R. Hunter 

Glasgow 

P.S- [ am a 35 year old coach 
driver who works all day and 
night and play my computer 
XL/XE on my coach through 
a 5 inch TV screen and vol¬ 
tage adapter while sitting in 
my bus awaiting my patrons. 
Hope to hear from you (prob- 
abl>^ won't). 

Now do you ffllnk UJS coiild 
possibly make- fhls up? Whai 
does if ail m^?an? Probably 
fhaf you should be careful if 
ctifchiny a bus in Glusyoiul 


THE BREAK KEY 

I fttn having a few problems 
with my programming. To 
protect my programs I 
migbt have to disable all of 
the keysl Mow might I dis¬ 
able the Break Key and 
keep the rest of the 
keyboard? And one more 
thing how can 1 disable the 
Reset key so it won't clear 
the memory but will not 
respond? 

Oily Pope 

Dorking 

fJisablinp' tfie? Break key is 
quite easy. Just add a stib- 
rputine OS JijllouJS 
POKE l5.64;POK£: 53774,64 
TTits is reset fiomeuer euery 
tirrlfi a GKAPffJCS command is 
tssued SO you need lo GQSL® 
to the suhroufine each time 
.you change graphics modes. 
'/Tappiny the RESET kei; ts 
more difficult and ini;ch(i;es o 
machine code rouftne. We 
published a rouflne many 
years ago bnf It docs not ujork 
ort the XL/XE machines. TTiis 
is a relatiuely easy routine for 
a machine cade proyramj^ier 
to i4Jrife. how about soriieone 
serid(ng us a neu.' one? 


GARRY ...GARRY 

Please tell us readers what 
has happened to Gajrty 
Francia. 1 used to really 
enjoy reading his superb 
adventure eolumn. I see 
that you dropped his name 
Grom the regular contribu¬ 
tors and then put It back. 
Has he sold his Atari? Did It 
blow up? Was it pinched? I 
fear the worst. 

John E. Llever 

Salford 

For new readers. Garry Fran¬ 
cis terofe sonia of the best 
adtJcnfure columns ever pub¬ 
lished in any Atari rr\agQzine 
buf has been sadly missed 
noLoJbr many a ion.y year. 
Rumour has it that hts Atari 
ujas eafen by a dingo but use 
did hear from him a u^hilc ago 
saying T u-uU he hack'. I am 
oniy publishing this to make 
him/cel cLsen rnoreyuilfyl 


ONE MORE THING 

1 have been an Atari owner 
for about 7 years and sub¬ 
scribe to New Atari User. I 
write my own utility soft¬ 
ware in machine code and l 
have recently purchased an 
ISP Plate. With this came 
problems double density 
and 1050 density. 

How con 1 format In 
machine code using double 
and 1050 density? How can 
1 format the above with sec-^ 
tor skew? How can I read 
double density and skew 
formats? Do 1 read 1050 de¬ 
nsity In the same way as 
single density? How con 1 
load a machine code file 
which has an FH6 on its 
sectors? Where can I get 3 
ring binders from? How do 
the Baste SAVE and LOAD 
caimnanda work? Where 
can I get MAC 65 from? 

Nell Parker 

Souliiwlck 

P.S. How can I erase vairiablea 
from the variable table in 
Basic or Turbo Basic? 

you can get MAC/65 Jh?m 
Frontier Software af P.O. Box 
113, Harrogate^ N. Vorks ffC2 
OBE. As for the rest of your 
questions ... Liheli, er ... pass. 
Cart anyone help? 


LOSING TYPO? 

Please can you advise me 
how I can protect TYPO 3 
from clearing dawn when 
RESET is accidentally 
pressed, mostly by my 
grandchildren's sticky 
Hngerst 

K.. Edwards 

Runeom 

A If hough ft ceases to work 
U-’hen RESET is pressed. 
lYPO remains in rrterrtortji. All 
you need to do tS lypie 
A=LfSRG 536) and lohen you 
type in another line fhe TVPO 
code Loill reappear. Maybe if 
sofneone [ttrifes a reset 
rouflrie, 05 meni.ibncd aboL.‘t'^ 

(f could be incorporated bt a 
neof uersion ojCTlTO? • 
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XL/XE CLASSICS 



John S Davison takes a 
last look at one of the best 
programs ever for the 8-bit Atari 


R egulEiT readers will know that Siita- 
lo^ic’s Flight Simulator 11 tFS2l is 
my all-time favourite computer 
program. Imagine my horror then, when 1 
heard that Sublogic had lost interest In 
8-blt software and had destroyed all their 
remaining stocks of the 8-blt version! 
Then hie good news arrived - Page 6 had 
managed to snatch a few copies from the 
jaws of destruction lor It-S readersi But 
what's this? Not only are Page 6 selling 
tfiis superb flight simulator, but also a 
whole bunch of scenery^ disks never be¬ 
fore seen in the UK, In fact, there are 
several available which Sublogic hadn t 
even bothered to announce, including 
most of thoEse out on the STl Sadly, there 
are only a few of eaeh scenery^ disk avail¬ 
able, so its a case of first come, first 
serv'ed. Copies of the basic FS2 simulator 
are, however, slightly more plentiful, so 
it’s probatbly still not too late to get one oi 
tliese- 

1 review^ed FS2 in Issue 2 1 , so don t 
intend reviewing It all over again, but I 
w^ould like to remind you what It's all 
about. Then it's up to you whether to 
pass up the last opportunity of buying 
tfie king of flight simulators for your be¬ 
loved 8-bit machine. 


SETTING THE 
STANDARD 

Even today FS2 still sets the standard 
by v?hich all flight simulation programs 



are Judged. In its 8-bit version it simu¬ 
lates a Piper Cherokee Archer II, a popu¬ 
lar single engined light aircraft, and does 
so very^ very accurately. Its author, 

Bruce Artwick. used 47 of the basic flight 
charaf eiiatics of that aircraft in building 
the simnlatlon model, and his care and 
attention to detail shows everywhere. It's 
ao accurate that people who have learned 
to fly it have often developed the taste for 
real flying and have gone on to earn their 
Private Pilot's Ucenee. In the next issue 
ril be WTlting about a man who did exact¬ 
ly this, so stay tuned! 

FS2 s graphics are excellent, particularly 
the aircraft’s instrument panel. This 
shows all the instruments you'd find in a 
real ligl'd- aircraft - and Uiey all work just 
like the real thing! One of its most fasci¬ 
nating aspects is its full range of radio 
navigation aids. Again, they all work Just 
a.s in real life, enabling you to accurately 
navigate under Instrument Flight Rules 
(e.g. in bad weathcrh You can even land 
the aircraft In pour visibility at airfields 
equipped with Instniment l^amding 
System. 

You view FS2’s world througli the cock¬ 
pit TAiiidscrecii, and you sec an accurate 
three dimensional graphic representation 
of ttie real world. Tlte basic FS2 package 
provides scenery data for wide areas sur¬ 
rounding New York, Chicago, Seattle, 
and iJis Angeles, with over eighty real-life 
airfields to fly from and to. Also, you'll 
And roads, rivers, lakes, mountains, and 
other geographic detail equally accurate¬ 
ly located - just check them on any map 
if you don't believe me! 
Naturally, the graphics 
here aren't as stunning as 
on the ST, but this Is of 
secondary Importance in 
a program of this t>T>e, 

The scenery is designed 
as an extendable data¬ 
base, and that's where 
the scenery disks come 
in. By keying location pa¬ 
rameters into the FS2 edi¬ 
tor you can position your¬ 
self anywhere in FS2's 
world, and if you've 
placed the appropriate 
scenery disk in your disk 
drive the program will 



load it in and use it In place of the stan 
dard sceneiy. 

CLOUD FLYING 

The editor also lets you set weather 
conditions (clouds ajtd winds}, time of 
year, and time of day. so if you want a 
real challenge you could fly In thick 
cloud and higti winds at 2:00am on a 
winter's morning! it also lets you enter 
the program's "World War One Ace game 
mode in which you get to fly a 'WWI 
biplane to shoot down enemy aircraft and 
bomb ground targets! 

The 8-bit version still stands up well 
when compared with that on the SI - 
Admittedly the ST has much better 
graphics, additional sceneiy^ as standard, 
fancy external viewing facilities, and the 
option of flying a Lcarjet as well as the 
light aircraft, but underneath It’s still 
basically tfie same concept, Don’t expect 
w'hizbang arcade action as that s NOT 
vkhat it’s about. Wltat you will get is 
accurate representation of aircraft flight 
that's never been bettered on the S-bit 
maehines- 

I hope that's whetted your appetite. 

Fliglit Simulator Ills a rare classic which 
simulation fans will be proud to own. 

Page 6 is giving you your last, chance ever 
to acquire it. and Is also throwing In a 
free FS2 book to help you get the most 
out of it. So, you 8-Bitters, you know 
what to do - call Page 6 soon to reserve 
yourself a piece of legendaiy 8-blt soft¬ 
ware before it flies olT into the sunset 
forever. 

HOME BREWED FS2 
SCENERY? 

Richard Martin of Acton, London has 
asked me a question probably in many 
peoples' minds. Has anyone deciphered 
the format of s'cenery d ata and produced 
their own scenery, perhaps using soft.- 
ware tliey've written themselves? If you 
know of something please contact me 
(care of Page 6) and I'll publicise anjhhing 
useful that turns up. * 
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FLIGHT 
SIMULATOR II 

FOR YOUR XL/XE exclusive offer from PAGE 6 

Treat yourself to the flight of a lifetime 

For £34.95 (recommended price of FS2) we’ll 
send you the FLIGHT SIMULATOR II program 
and a FREE book worth £12.95 

Every purchaser will receive a FREE copy of 
LEARNING TO FLY*,, the book that teaches you 
how to get the very most from FS2. 

* We reserve the right to substitute another FS2 related book of similar value In the event 
of this book not being available 



Right Sirrulatar il requires a 49k or Atari 
and 810 or 10SQ disk drive. It will not work 
with the XF551 drive. 




Available exclusively from PAGE 6 - these are the last remaining stocks of these disks 
available anywhere • buy now or be forever disappointed! 


Only the following now available 

Scenery Disk 3 
Scenery Disk 4 
Scenery Disk 5 
Scenery Disk 6 
all at £12.95 each 


San Francisco Area STAR Disk 
Japan - fly to more exotic lands 
at £14.95 each 

All other scenery disks are now SOLD OUT 


These disks are available NOW and exclusively to readers of NEW ATARI USER. Our information is that 
these are the last remaining stocks Sublogic hold so it’s first come, first served! See New Atari User Issue 
40 for reviews of some of these disks 

The PAGE 6 ACCESSORY SftOP stocks an extensive range of books supporting Flight Simulator II. Ask for a copy of our catalogue 

Use the order form on page 49 or send your written order to PAGE 6, P.O. BOX 54, STAFFORD, ST161DR. 
Access or Visa orders accepted by telephone orders 0785 213928 or by FAX on 0785 54355 
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A subscription to NEW ATARI USER is well worth while as it ensures that you are not ‘J]® one who 
is five minutes too late at your local newsagents when the next issue is snapped “P 
us to keep publishing the only magazine to support all Atari home computers. If you love your Aten, 
klep feldfng H the be^ diet arounB - NEW ATA^I USER everjr couple of months, if you subscribe, 
B copy wMI drop through your door just when you aro fixpecting it* 

Subscribe now - you know it makes sense arid a subscription helps to ensure that NEW ATARI USER 
continues to bring you the best for your Atari 

Subscriotion prices (for six issues) are £10.00 for UK* £15.00 for Europe, £15.00 for surface mail outside 
Europe and £^1.00 for Airmail outside Europe. Overseas rates reflect only the difference in postage 


MAGAZINE & DISK 


GET DISKED! 

AND GET A FREE ATARI USER DISK BOX* 


XL/XE (and 400/800) owners can take out 
a Disk Subscription and not only save 
money but also get an ATARI USER disk 
box, holding up to 50 disks ABSOLUTE¬ 
LY FREE! This disk box retails at £4.95 
but is yours FREE when you take out a 
new Disk Subscription. 

A Disk Subscription (including the magazine) costs just £25* ® 

£3 against buying the magazine and disk separately! Add the cost of the disk box and you are SAVING 

AROUND £8! Don’t it just make sense? 

Diceover the fun of all those great DISK BONUS programs from the next issue 
- tick that box now and have fun when the disk and mag drops through your door 

• UK Price. FREE DISK BOX OFFER APPLIES ONLY TO THE UK. 

i|M A I want to show my commitment to Atari by subscribing to NEW ATARI USER 

Y r S Please commence my subscription for SIX issues from Issue 44 as follows 

... QI enclose Cheque/Postal Order for £_ 

Address .. 

..... Q j lo pay by Access/Visa-MasterCard/Eurocard 

. Card No: _ 

.. mm rnmnDDDDDa 

I 1 ORDINARY SUBSCRIPTION UK £10.00 Europe £15.00 Expiry date: QDDD 
'—' Elsewhere Surface £15.00 Elsewhere Air £21,00 

n DISK SUBSCRIPTION UK £25.00 Europe £32.00 P'*®* ""V credit card with the amount shown above 

'— Elsewhere £42.00 

Signature ....*.* ■ ■ ■ 

l understand that a UK Disk Subscription erilltles m to a FPEE DISK BOX which will 
be despatched as soon as my subSEription Is processed. 

Piease feel free to photocopy thie form or write your order {ciestiy pieasei) if you tfo not wish to cut the magazine 

























XL/XE TYPE-IN 


V 
E 
R 
I 

F 

Y 

by 

Phil 

Cardwell 


A tari BASIC lacks one major I’linction Qiat^ with the 
unreliability of the data recorders and cheap 
tapes. Is sorely needed for cassette users - toeing 
able to verify a CSAVEd program, flow many times have 
you CSAYHEd a program that has taken hours to type in 
only to find that it hasn't recorded properly? Just once is 
enougli but now you don't have to worry at all for this 
small routine will verify a CSAVE leaving your program 
Intact in memory. 

Type in the listing, checking each line with TYPO 3. then 
CSAVE a copy. Wlien you RUN the program insert a 
blank cassette, and an autoboot file will toe created. Tlie 
file is loaded in the usual machine-code manner by hold¬ 
ing down STAI^r and switching on the computer followed 
by pressing RETURN. 

Wlien you want to type in a program boot this tape first 
and then run TYPO 3 if you wish. When you are ready to 
save, CSAVE your progr^Jtin re-wind the cassette, press 
play and type A=USR( 1825), 

After hearing the single beep, press RETURN and the 
verify process wUl start. If this Is successful, ‘Verified OK' 
will appear, otherwise 'Verify ErrorfT!' appears In which 
case you should try CSAVKlng the program again. What¬ 
ever happens, your program will remain In memory until 
you have succeeded in saving a working copy. 

The routine will remain In memory for use with other 
programs until the computer is switched off and It le^aves 
page 6 free lor other uses such as TVPO 3, 4 


tji a met* wp 
CX l RCff » 
CB Jt ftEh M 
EX s met* X 
ra 4 X^FH * 
tt til$H 


I ff FH U t X XM W XX II XI IM W t 

UERIFV 

Rhll. Cardwvl 1 


I ptppwX W RWW X hwm w I 


RRRliL ?R W 


JM R REIf ■ NEM atAft£ UREH - 

€0 7 »Cii m wp^wwwRRWw tf BRXXXwR m wRRW'W w a x h w x 
XX » REM 
XD fl ntti 

irE i,at Rt^ttRRE JtRfEiroR R±a IP liEJiHCAR D 
tPQXe BUffXT A 

tt 11* OREll tu^ 

Lt 13* POKE BSt^Ll 
tt 17BI PQXE «EX,BtPBfeE BB3,E 
PK 14* RQK* BBA^iBElPdKC 
rr IB* x-UBi(Cft*lt{"TiXhaLvBr'i niai 

LJ 1** CLDBE HI 
BE IJ'B EH* 

EK IBB* BATA B,t,*,T,ll,7,14*,**,141,X,tl 
1:4,14^ 4-41. 4,7»14i„34 

3.x,. 1*1,13 

MX 1*1* A4T4 111.1,1A*. 7,133;. 3.44.4*, 1*4, 
IBX.IlX.lBt.I.167.**.3.iBf.4.1*7.74,4^ 
l*t.1X4.1*7,7* 

BE 1*X* BATA ■,7a,B7.7,47.lta.«,ia7,i4.1B7 
.«B,3.1*f,7.1f7.**.|:,t3.BB.tt*,.l*I,llE 
.IB*.7,1*7 

IX l*f* BATA 4*.3.1*7.t*3.1|i7.**,I.l«7,4. 
l*7,*4.t.l«*HIIB,197,71.1,1**,*.167.71 
,3.ft,a*.13* 

FA 144B BATA HB,214.14*.174.7.IBl.llX,IB* 
.l3.ie7.*«,1,a:2.*B,l»,lB*,1.141.1S.21 
*.171.174.7.1*1,11* 

EH 1*9* BATA 14*,11,1*2.1.14*.*.1A9.7.1«* 
.19*,7*,17fl,7,1A.IB*.7,IB*.147.7B,17*. 
7.**.BB,1*1,114 

IT 1««« BATA L*B.l*l,l*B,l*l.lAa.31.T*.7* 
,199,ea.1*1.114.IBS.1*1.111.31.**,11*. 
114.111,114.33.33.1*9.* 

TL 1*7* BATfl 7*. JiBi,l9l.l33.19*.113.14*.7 
a,17*.7 


PLASTRON 

bs- 

Plasiron's deadly deiences await. 


Pilot the Recovery Buggy across 
the scrolling levels, collecting fuel pods, 
and attempt a rendezvous with 
the Supply Tank 


ATARI XL/XE Cassette £7.99 ^ 

Diskette £9.99 ' 

c=! 

HARLEQUIN xei: (0268) 695355 

If Plastron is unavailable through your local 
supplier Tel: (0908) 564369 
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PROGRAMMING 



DISPLAY LISTS 

a tutorial by Andrew Weir 


A nyone who has ever written a fiaine in BASIC will know 
that, the visual effects achievable with the standard 
graphics commands are not pEiXtlcularly spectacul^. 

In this article some of the unknowns of Atari graphics will be 
repealed - be warned, however, that machine code routines will 
be lurking in ever^' comcrl A reasonable knowledge of BASIC, 


thougli, will get you quite a long way. 

Atari computers are unusual In that they do not have one 
CRTC chip but two custom ICs. called AKI IC and GTIA. which 
together maintain the video display. C.nA apparendy stands 
tor George’s Television Interface Adapter. Incidentally. The tact 
that there are two chips means al that the Atari machines have 
quite extensive graphics facilities (for 8-blt machines) and b) 
pretty graphics can be difflcnlt to achieve, since there are 
fortv-elght registers to think about. But don’t be discouraged 
yet (there will be time lor that later). 'We'll take one topic at a 
time. ijCfs start with the old favourite. Display Lists. 


ATARI’S CUSTOM CHIPS 

Before starling any programming, it might be as well to by to 
define the functions of the two graphics chips. GTIA, as far ab 
the programmer is concerned. Is there mainly to deal with 
plaver/mlssile graphics. ANTIC could almost, be described as a 
microprocessor; It has a variety of functions, tlie main one 
being to process a set of display instructions’ which determine 
exactly how data to be displayed actually appears on the 
screen This 'program' Is the Display list. It resides In user 
mernoiy, length depending on the current graphics mode. Note 
that the list Is in RAM {it’s actually copied 
from ROM by the OSl. so it can be changed witfi POKES. 

Eiefore reading further, take a look at a Display List. Type 
GR,2, then: 

dl=peekcS6o:j+pbek<:s6 

FOK E-DL to DL+23: ^ PEEKCE3; NEXT E 

all in immediate mode. Stop the numbers from scrolling too 
fast with CTRL-1. The numbers you see are instructions, 
executed consecutively by ANTIC, to produce a screen which 
we refer to as Graphics 3. Locations 560 and 561, m case 
you're wondering, point to the start of the Display Ust (this 
vector is set up on a mode change, and is uaer-alterable). 

So what do these instmeUons mean? The first three numbers 
In the list (112) each tell AN HC to display eight blank scan 
lines. A scan line Is the thinnest horizontal line the computer - 
and the IV - can deal with. Since the display is non-interlaced, 
there are only 312 of these altogcQier, Of these. 192 are 

The next three numbers tell ANTIC that the rest ol the display 
will access video memory (more detEiils later), and also that 
there Is to be one Graphics 2 line {that Is, sixteen scan lines) at 
the top of the display. There are then a few 7's which indicate 


more lines of Graphics 2. and finally a jump instruction (the 
last three bytes) which marks the end of the Display List and 
tells ANTIC to start at the beginning of the list when the next 
frame is to be displayed. 


CHANGING THE DISPLAY 

So what happens when one of the instructions Is changed? 
Try it. Type (while still In Graphics 2, and with DL' still a 
usable variable): 


POKE DL+6.6 


then tiy printing text at the top of the screen; you should find 
that although most of the screen is the usual Graphics 2, the 
second line down shows text in Graphics 1 size. The POKE 
replaced a 7 (tire Instruction to display a bne of mode 2) with a 
6 (the instruction to display a line of mode 1). Tr>^ POKt.ing 
□Qier numbers (from 0 to 15] into this location, and observe 
tlie effect. You should find that the numbers you POKE bear 
no relation to the mode number which appears on the screen. 
For some unfathomable reason, the mode instructions were 
designated as follows: 

graphics mode antic mode 

0 

* 

12 

L3 

1 

2 

3 

4 

5 

6 

14 

7 

15 

3,9,10.11 


2 

3 

4 

5 

6 

7 

8 

9 

10 
11 
12 
L3 

14 

15 


Intrigued? If youVe understood everything so far. you should 
je. What’s that asterisk doing beside ANTIC mode 3? The fact 
s Antic mode three has no equivalent BASIC mode - but don t 
Jet too excited. Antic mode three must surely be one of the 
^osL useless features ever incorporated Into a graphics chip 
■which is probably why Atari didn't bother making it accessible 
from BASIC). Anyway, In case you're interested. Listing L gives 
you an Antic 3 screen. ’lYhat you get Is a Graphics O screen 
with each character ten scan lines in height Instead of eight - 
which might at first sound rather useful. Not so. Remember a 
character is defined by eight bytes, so two of those ten scan 
lines cannot be defined, What actually happens Is that the top 
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QD 

Z0 

REH 

LX5TXMC 1 ** 

0H 

IZ 

REH 

Up Antic node 3j not 

KG 

12 

REH 

Much use uAless you redofin# 

MV 

13 

REN 

trhi# chAFACter set. On th# 

R0 

14 

REH 

ether hand, son# iMPPrtAAt 

HT 

15 

REH 

basic principles are denon- 

nr 

16 

REH 

strated in this pruRraM. 

DH 

17 

REH 


10 

20 

DATA 112,112,112,67,64,156 

DB 

30 DATA 3,3,3,3,3,3,3,3«3,3,3^3,3^3,31. 

TF 

40 

DATA GG,32,150 

AX 

50 

GRAPHZC5 0!POKE 55B,OtF0R E=3D9A0 T 


0 343B4«READ D E POKE EjDlllEXT El POKE 55 

0^34 

uc 

53 

REH 

3BB5B is the USUBl Start add- 

00 

54 

REH 

-r#ss of the yraphics e 

5D 

55 

REN 

display list CChech against 

LC 

5G 

REN 

lac4tlD0S 560/1 if you like). 

BR 

57 

REH 


TJ 

50 

REN 

Line 20;three blank li 0 es,anfi 

Be 

01 

REH 

LH5 instruction iAdicatiny 

P5 

G2 

REM 

that video N#HDry starts at 

TD 

63 

REM 

40 000 C4,5 611256+G4-400001 , and 

RR 

04 

REN 

also that cifie line of Antic 

HP 

GS 

REN 

KDde 3 is to b* displayed. 

UM 

06 

REM 

Line 30;another eighteen lines 

LZ 

57 

HEN 

of Antic 3. Note that the 

¥T 

60 

R£N 

total >t Of Scan lines Is only 

0K 

00 

REH 

1BN10S1D0, but this VBlU# 

AO 

70 

REH 

is close enough to iD2 to be 

RP 

71 

REH 

acceptable. 

AK 

72 

REH 

pointing to start of list. 

HO 

73 

REH 

Notice that since there are 

OZ 

74 

REH 

only ID lines on the display 

BIJ 

75 

REN 

and not 24 the BS gets a bit 

Rtl 

70 

REM 

confused, and won't scroll 

ZA 

77 

REN 

the screen properly. 


ES 0 REM «HHt lu.i;STIKG 2 

m J. REN 1 line Hod# Allots of MDdo 0, 

CH 2 REN 4nd 7? linef *wde is... 

CZ iZ REN *11 HiKVdi up ... 
nj 4 REM 

fclG 10 GRRPniCS S + 10 

MH 70 0L=;PECICt5G0»+)F£EkCS«l3*ZS6EREH Star 
t Of display list 

MJ 30 ROkE lyLf X. 04+2 SPOKE &L + lZl,ZiREH Tn 
O linos Of GRAPHICS • 

LO 40 FOR E = I3L+1Z4 TO I>1^ +ISO; POKE EjldiNE 
XT ESREH 7S linas GRAPHICS 15 
KH SO COLOR l:PLOT S^aEDRAHTO 5^191;REH d 
rav a ) in« to show what's b*en dana 
LG lae GOTO 100 


USriNGS 1, 2 and 3 


FL 

ax 

ov 

OK 

RM 

■K 

EU 

LA 

UR 

JK 

ZO 

MD 

OE 

OF 

TT 

ifa 

ME 

JH 

GK 

xa 

OP 

tiv 


0 REH LASTING 3 *** 

1 REM SiHpl« DLI; changes tK^ 
z REN bchgratind colour of a Hoda 

3 REM 0 display halfway down the 

4 REH screen.., 

5 REM 

S DATA 7Z.1GS,0,141,10,212,14L^24jZaB^ 
104,04 

10 FOR E=1S3A TO 104fitRERD D:POKE E,P! 
NEXT e;REM read in dli data 
20 GRflRHTGS 0:CL^PEEKCOGO)fPEEKtSOllwz 
SGiREM Node 0 and find Starr of OLZST 
3a POKE RL+IG,2+120fREH one node B lin 


e and enable oli; on that line 
4a POKE 012,0:POKE 513«GlREH point tO 
start of DLl service routine 


00 POKE S42BG,lS2i 
70 REH 
00 REN 

IBB REH N-$eaa 
110 REN PHA 
120 REM LDA OB 
130 REH STA G4Z0Z 
140 REH STA 53272 
150 REN PLA 
160 REM RTZ 
170 REM .END 


te all DLls 


jsawe A 

;0reytluMinance a 
; wait f or K. sync 
;store colour 
;pop A 
i return 

; that >^5 all folks! 


two bytea of each character are put underneath the rest of the 
character^ so you need to define a new character set to make 
use of the mode. Bizarre. 1 have actually seen the mode used, 
in a word processor, to give true descenders on lower case 
letters. The mode was no doubt prmided for such purposes, 
but really, If Atari are going to give us 'surprise' modes, they 
could at least make them worth the effort of accessing them, 

FINDING THE SCREEN DATA 

But let's move on to more interesting things. You are no doubt 
also wondering why Antic 15 represents four BASIC modes. 


You will have to wonder a lltUe longer! But all will be revealed 
later. For nriw\ we should exanilite Qie other instructions In 
the Display List. Remember the '71’ at the top of the Graphics 
2 list? This is actually two Instructions held in one b^-le; one is 
a mode fine instruction, held in the lower nybble ol the byte, 
numerical walue 7. the other is held in the high nybble, and is 
known as an LMS (Load Memoiy Scan) instruction, value 64. It 
Is always followed by two other bytes [an address); it tells Antic 
where in memoiy it will find the image data which is to be 
displayed on the screen. Nomially the address provided is the 
same as the address held in locations 80/89 - the start of 
screen memory - hut more later. It Is important to note, 
incidentally, tliat if the screen memoiy is about to cross a 4k 
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0 P£n **« LX^TING 4 »•* 

LV 

140 

REM: 

LDA 

1*5 

- . 1 

JU 

1 ncM 4;S^ii c^lourif on GR»?^ scf'ven 

VO 

100 

REM 

7tH 

S47 

;hi of int, vector 


Z REH awkward to 4 f>d up tfUt 

HG 

100 

RER 

RTS 


; 9 V bach t'P BAOIC 

* « = 

T REM it:* a about tho only Method 

RH 

100 

REM 





4 PEH possible in Modes S^9-11*X4>1S 

HH 

170 

REM 

PHA 


jsave accwHulater 

HK 

9 REM 

11 

100 

REH 

LDA 

ttL72 

;enable dli's 

KG 

« DATA 7Z^13e,72«174,eSj.2,20e,eB,2j.Z«« 

KL 

170 

REM 

OTA 

04200 




^L 

£00 

REM 

LPA 

ttZ20 

;change interrupt 


120,141,22,ZB0,1«5 

Pd 

2lB 

REM 

7TA 

040 

jvector bach to 

MJ 

7 DATA 9Bfl20«141,27,210,109,171,120/1 

RH 

220 

REH 

LPA 

11172 

iwhat It Should be 


4i,Z4,2fl0,lB4,17«,lO4,B4,«,i,0,0,A,a,l 

XP 

230 

REH 

OTA 

047 



04,107,09,141/34 

d» 

£4i 

REM 

PLA 


Ithen continue 

wr 

« DATA 2,107/0/141/30/2/70,72/107,172i 

GV 

200 

REM 

JMP 

£0401 

jwlth int. routina 


141,14,212,107,220,141,34,2/107,172,14 

OR 

200 

REH 

/END 



1,30,2,104,100,34,2 

RO 

270 

REH 




HO 

7 DEM 

CE 

200 

REM 

4HM 

DLl nmn 

IJK 

10 FDR 0^1030 TO 1014 1 REDO DiPOKE E/Dl 

RF 

270 

REH 





MEMT EiREH read in H/code 

JK 

270 

REH 

*=1030 


PZ 

30 GRAPMZC5 7410tDL^PEENC800I+PEEKCOOl 

07 

£00 

REM 

PHA 


isave the 


)M2B0|REH find Start of PHOT 

LN 

310 

REH 

TMA 


jaccunutatnr and 

HP 

56 POKE DL + Z j 11241ZD 1 POKE DL +5 / 774 J|.20 E 

TI 

320 

REN 

PHA 


fM reoister 


rCR E = 0 TO 77 1 POKE 0L4E,1341201NEXT Ei 

7V 

330 

REH 

LDK 

oio 

;location 000 


REM Modify PL 

HC 

£40 

ReH 

PEC 

oeo 

icounts froM 

MG 

40 POKE 0ea,76rPOKE 512, it POKE 013, it If 

RM 

3S0 

REM 

0M£ 

OK 

;70 down to 


=Ll7Rt 15B59 1 KEK initialise counter and 

PC 

300 

REM 

LPA 

070 

i zero 


DLl uactor,Start U0l 

CU 

£70 

REM 

OTA 

000 



6i COLOR 11 FOR €-9 TO 107 7TEP GtPLOT 

pa 

300 

REM 

OK OTA 54202 j M7VMC 


E/B iPRAHTO E/tOtWEKT E! REM driW SOM 1 

KL 

170 

REM 

LPA 

32200, 

M J600 is also 


ines to show what's happeninB 

GK 

400 

REM 

OTA 

53270 

jcused as an 

<«** 

00 FOR E=0 TO 70:POKE E4322O0,ElMEMT E 

uc 

410 

REM 

LDA 

32351, 

K jindex to tables 


1 RE.H loadsa colours I 

ZH 

420 

REH 

OTA 

53271 

; for the three 

TO 

70 GOTO 7B 

LK 

43B 

REM 

LDA 

52447, 

K jcolour reg * rs 

TH 

70 REM MMW WOI MM* 

TK 

440 

REH 

OTA 

53272 


IZ 

100 REH *=1003 

HA 

460 

HEM 

PLA 


j restore the 

NT 

IIB REM PLA tinitiate V0T 

ZF 

400 

REH 

TAR 


fCPIl registers 

5P 

LZB REH LDA SS7 

HK 

470 

HEM 

PLA 



MM 

15i REH 5TA 040 

TZ 

400 

REH 

RTl 


land return 

Listing 4 

PZ 

470 

REM 

,EHD 



CR 

D RCM *** LTOTZHG 5 *«* 


urs 




Listing S 

IT 

1 REM Provides up to izs colours on 

KF 

70 

GOTO 

60tREM easy. 

innit? 

pp 

2 REM a graphics 7 screen CoehfJ 

OF 

SB 

REM 




NX 

3 REH 

BG 

70 

REM 




Eli 

S DATA 7Z/i£S/72,174,ll,21£,142,ie,212 

VI 

100 

REM 

«=$GSB 



,107,241,120,141,22,200,107/01,120 

GH 

IXB 

REN 

PHA 


Jsave reg'rs 

QP 

0 PATA 141,23,200,107,177,120,141,24,2 

MK 

120 

REM 

THA 




00,104,170,104,04 

FL 

130 

REM 

PHA 



KV 

10 FOR E=1630 TO ISOOlREAD DEPOKE E,DS 

KU 

140 

REM 

LDK 

54203 

;Get OCOttMT 


MEMT E:REN PLZ data 

no 

100 

REH 

5TM 

54202 

:H7YKC 

EM 

20 CRAPHIC5 7116;DL=PEEKC50O3+PECK£061 

AZ 

170 

REM 

LDA 

32241,K 

juse VODUNT as 


3«ZS'5lREH Find PLZ5T 

00 

200 

REM 

5TA 

S3270 

;an index - note 

AZ 

30 POKE PLIZ/112+120:POKE DL13,04+13+i 

dd 

2ie 

REM 

LDA 

32337,M 

jthat the top 


20IFOR E=6 TO 77:POKE DL+E,13+120:MEMT 

ME 

zzo 

REH 

STA 

53271 

jHode line is at 


E!REH Modify Dlist 

MC 

230 

REM 

LDA 

32433,N 

J0C0UHT=16/ 

AP 

40 POKE 012,0:POKE 513,0:POKE 54206,17 

oc 

240 

REH 

STA 

S3272 

Jnot zero. 


2:REH DLZ vector and enable DLXs 

ME 

260 

REM 

PLA 


ih 

10 

5# COLOR 3 IFOR E=0 TO 70:PLOT 60,E:PRA 

00 

200 

REH 

TAH 




HTO 74,EillEHT E 1 REH do sone lines.,. 

UJ 

Z7fl 

REM 

PLA 


jffet registers 

ZC 

oe FOR E=32206 TO 32200+70iPOKE E+17Z, 

rz 

270 

REH 

RTX 


;and return 


CE-xzzsfiiwz!HEKt E 1 REH and pretty coin 

DG 

300 

REM 

,EMD 
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DC « new »*** P<iGC FLIPPING *»* 

IV 1 ttCH Flips Four siHpl* grapKicx 2 
VN 2 PFN SC:r««n£ bv ChaiiSiflg tb« 

TT 3 ACM LHS addrvss. A bit paintl#xx 
ED 4 REH in MOd« Z With S4JCb R SiMplv 
fV S ACM dwigAtf but page flipping does 
OF 6 R£H tDM* into ist Dim vhen WDU^r« 

NP t REH dealing with hi-res screens^ 

MO 9 ACM 

bif 1» FOR H=e TO h STEP I 

gie zg crapmics £:A£M to cleai^ th« screen 
HR 3R POKE ftaj^AtPOKE Rg^aetHtREK 05 scree 
n pointerj 4 screens 51Z bgtes apart 
AM 4« POSITION 0,3 it tt6;“ wii i fM ii w M mom M 
** 

HV S» ? Oft;** » SOREEH ";Nj^2 + i?” **' 

AM &i ? Mb;** nwKHTWwM-w i w Mw 

KD 70 HEKT N 

BF ae REM 

00 90 REH 

Tx laa GRAPHICS 2 

HQ 110 OL=PEEKCObeitPEEKCSOllWZOfiI REM fin 
d dlisplay list 

SD 120 FOR R-e ro 6 5TEP ZiREM and do the 
sane loop,except.^^ 

AB 130 POKE DLf4j.ei P0KE DLf ao+N ! REM thi 
s tlwe it is the LM5 address hrtileh get 
S atterect 

OL 140 FOR p-X TO ZSOiNEMT DiREH wait 
HZ ISO NEHT N 
MO 100 GOTO 120 

Lisdrig 6 


boundaiy, a new LMS instruction is required. Hence mode 8 
(which uses Sk of screen memory) has a second LMft insfntc- 
tion halfw^ay down Its Display List. 

The technique of storing two Instructions in one byte is used a 
lot in Display Lists; oue can only assume it is a lefLovcr from 
the era of 4-bit microprocessors (anyone remember 4-hlt pro¬ 
cessors!?). It can be awkward^ but wurks well enough. 

Now, look back at the mode tabic. Two numbers fO and 1) are 
missing from the 'Antic' column. They are not mode numbers; 

0 is one of a set of Instructions to insert blank lines: 


VALUE NO. OF BLANK 

LINES 


0 1 

16 2 

32 3 

48 4 

64 5 

80 6 

96 7 

112 8 


middle of a Display List, if the list Is about to cross a Ik 
boundary (another 4-bit throwback), although It is unlikely 
that you will come across such a problem. 

You may be wondering, incidentally, what use a 'blank line' 
Instruction has. This will become clear Jater. 


THE TROUBLES BEGIN 


So far, then, everyth lug's hunky-doty. Well, not quite. 
Although at first glance it might appear that modes can be 
mixed at will, there are restrictions and rules. The most fun¬ 
damental of these is that, the total number of scan lines 
displayed must be equal to (or close to) 192. Blank liiie in¬ 
structions can be used to fill out a small screen (see program 1 
for an example). A large screen (say 2CK) scan lines) can 
usually be accommodated, but if there are too many lines the 
picture starts to squirm. 

Then, you must make sure that tlie modes you are mixing all 
use the same number nf bytes per line. If you arc not used to 
the screen format of Atari machines, I must digress slightly at 
this point to explain. 

Information on a screen (that is, c haracters or graphics - 
nothing to do with Display Lists now) Is held In an area of 
memory structured as a two-dimensional array. On a Graphics 
0 screen, the array Is 40x24, so tlierc arc 40 byt es per line - 
obvious really, since there are 40 columns on a Graphics O 
screen, i^lth each character using one byte. With graphics 
screens, howerv^er, it is sometimes not quite so ob%1ous. On a 
Graphics 5 screen, for instance, you have SO pixels across, 
with each pixel using a quarter of a byte. So, here there are 20 
bytes per line. To save you working all this out each time you 
construct a custom Display List, here are the relevant data; 

MODE NO* OF BYTES 

3,4 10 

1,2,5,6,14 20 

0,7,8,9.10,11,12,13,15 40 

If you mix modes in combinations other than those shown in 
the table, you still get the screen you expect, but you will not 
be able to use PLOT and DRAWTO properly* since the screen 
gets shifted about at the mode line boundaries. 

Tlierc are also problems with colour. Whatever mix of modes 
you select, the OS will not be able to cope with your mixture; 
there is a variable DINDEX (location 87) which the OS uses to 
iiyork out whether a cursor is out of range, whether a pEirticu- 
lar colour is allowable, etc. DINDEX contains the BASIC mode 
number (not an Antic number) of the current screen, and is 
given an appropriate value by the OS on a mode change. 
Obviously, no one value will lit a custom screen, and you will 
find yourself haT-Ing to deal with, for instance, out-of-range 
errors when (as far as you are concerned) you are still on the 
screen, Tlit obvious solution Is, of course, not to use any OS 
comnianda (PLOT, C01J:>R. DRAWTO. etc.) and POKE anything 
you want to appear on the screen. Yes. Ifs a bit of a pain, but 
sometimes if s all you can do. 


Eind 1 is the Antic JUMP instruction. It is always used in 
conjunction with a LMS instruction (64, remember?) and an 
address, 3hus at the end of a Display List you may see a 
sequence such as: 

65 32 L56 

which teUs Antic that it should Jump back to 39968 
(32+156*256=39968) and continue execution from there. Nor¬ 
mally. of course, the address will be that of the beginning of 
the Display List. In some Instances a j ump is required in the 


SOME SOLUTIONS 

If this aD seems a bit nebulous, try typing in Listing 2. As It 
stands, this mixes modes 0,6 and 15. Note that these three 
modes all use the same number of bytes per line, so the screen 
is properly aligned [11 notiiiing else). But take a look at the Uric 
which is drawn down the left side of the screen. It seems to be 
what you'd expect.; the line is interpreted as a character on the 
mode 0 sections, and appears In the usual colours on the 
mode 15 and mode 6 sections. But now change the colour of 
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KK e REM C06W5E SCttOLLING *** 

PS 1 REH N*t MWCh use, especially in 

LP 2. REM eRSTOp hut dCMOnstrates a 

LV 3 REH technique which wust be 

KC 4 REM mastercii before fine scrolling 

FT 5 REH can be atteH|»ted. 

MO ? REH 

LP 19 GRAPHICS 9 

HD DisR-40960iREH where screen HeHory ■ 

Will be 

HJ 30 DL=PEE« CSO03 +PEEKtSOllwaSh 

EJ 40 DH1 = I«T £&I5P/2!563 IDLO-DISP- tDHl*256 
} SBEH work out 10, hi bytes Of OTSP 

OJ S€> POKE DL + 4 j DLO ! POKE DLf 0, RHl t REH and 
POKE them into the LH^ address 

LO 00 oi:sP=6l5P+40 ! REM Move one line 

HD 70 FOR E=t TO S NEKT ElREM wait 

SH 00 GOTO 30 






OK O REH KrffW ONE-LTHE SCROLL 

00 1 REH If you are intending to HOke 

ZY 2 REH only part of your own screen 

IW 3 HEH scrollj this deno ShOHS that 

OU 4 REH it can be difficult to 

OR S REM think out; the USCROL register 

HR 6 REM actually scrolls TWO lines. 

04 7 REH one line has been changed to 

HO 9 REM Mode LZ to Mke things clearer. 

KO ) REM 

ZH in GRflPHlCS 9i&L=PEEkt560t+PEEK«S6iJ«2 
56 SPOKE 752,1: REH cUrSOP off 

G4 20 POKE DL+ 15 , 4 + 32 }HEH fine Scroll on 

1ine 10 

HP 25 P05ITIOK 15,10!? ■^♦OHEHTY" 

MI 25 POSITION iS,ll}? '^OMERTV" 

EL 30 FOR E=0 TO 7 

KM 31 FOR F™! TO 50eHEM? F 

OC 40 POKE 54277,E 3 REH USCBOL register 

HJ 50 MEHT E 

00 60 FOR Ei7 TO 0 STEP -I 

KP 51 FOR F=1 TO SO i NEXT F 

VO 70 POKE 54277 *£ 

HM e« NENT E 

SI 00 GOTO 30 



7 and 8 


the line to colour 2, The enUre line dl&apptsirs; not Just the 
mode fi section. You would certainly not expect such a result 
in mode O or mode 15. Hie problem is that the OS thinks that 
it's dealing with a mode 8 screen ^ and colour 2 is not allowed 
in mode 8 , But POKE to the lower half of the st:reeii 
(e.g...POKE 38243.54) and there are the coloursl The problems 
ean sometimes be overcome by POKEIng rJit'JDEX with a suit¬ 
able value, or selecting a different mode to start with. But in 
this case, if DINDEX were given the value 15. you wrould not t>e 
able to PLOT or DRAWTO the right-hand half of the mode 8 
section! You really can't win, unless you keep swapping the 
value in DINDEX; occasionally this will work. 

If you're not ton fed up already, you can try illustrating the 
other problem. Change the twos in line 30 of program 2 to 
Sixes {mode 1 - twenty bjdes per line). The display becomes 
shifted In places. There Is actually a kludge you ean use to fix 


this; add Qie line; 

31 POKE DL+6,6rP0K:EDL+122,6 

and you should lind that everything Is evened out again, line 
extra lines add more mode 1 lines, such that two consecutive 
Graphics 1 lines use up 40 bytes. If you don't mind modifying 
your planned screens like this to fit in Viith tlie OS, it can ease 
the programming problems. 

lx 3 oking back on what I've wTltten so far. It seems as if It's all 
more trouble than it’s worth The thing to do is experiment. 
Some combinations work well, some liave to be modified a little 
to make them acceptable to the OS. In any case, we’ve ctwered 
quite a lot of ground In rather a small volume of text. Look at 
the DATA Statements in the Antic mode 3 program (the items 
of data make up the new Display List) and pick out for yourself 
all the points that have been discussed. 

MORE INTERESTING DISPLAYS 

Now that the basics have been covered, we can start on the 
esoteric stuff. Let’s begin with Display List Interrupts. 

You have no doubt heard of and possibly used a ’Vertical 
Blank Inteirupt; this is where the processor uses the time left 
between drawing one frame and another to cany out some 
task oQier than that defined by the main program. It is also 
possible to generate an interrupt during the frame scan period; 
In fact, you can generate one interrupt at the end of each line. 
This might appear to be an incredibly powerful feature, but 
alLlriough you ean achieve some nice effects using these Dis¬ 
play List Interrupts, there Is a major drawback; your Interrupt 
routine has an extremefy short time In which to execute 
Usually there Is only enough time to execute a dozen or so 
instructions. Another problem is that Uiere Is only one DLI 
vector {512/31, so each DLI has to change the vector to point to 
the next interrupt service routine to be executed. 

Setting up a simple DLl, though, is surprisingly simple, dust 
add 126 to the mode instruction of the line where you want the 
interrupt to occur, place the low byte of your interrupt routine 
address into 512, and the high byte Into 513, then POKE 
54286,192 to enable Display List interrupts. One of the most 
common uses of a DLI is to change a colour part, way down a 
screen. Progj’am 3 is an example of such a routine. 

You have no doubt gathered by now tliat It's time for the 
machine code : the source code for the interrupt service 
routine is given in the REM statements, and needs some 
explaining. Note first of all that before the routine does any¬ 
thing, It must store any registers It Is about to use. since the 
main program will want them back afterwards, I’he easiest way 
of storing registers is to push them onto the stack; since only 
the accumulator is being used here, we only have to include a 
PH A. And. of coiirse, we have to pop the accumulator off the 
stack at the end of tlie routine (PLA). 

The main part of the routine loads the accumulator with a 
colour value and stores it in colour register 2. Note, tliouf^. 
that before the colour register is changed. Qie accumulator is 
stored to 54282 - called WS’raC by the Atari designers. Hie 
actual value stored here is unimportant; what the operation 
actually does Is cause the processor to halt and then restart a 
fixed number of machine cjxles before the end of ttie line. 
WS’YNC is. by the way. one of ANHC's registers. 

NoQce also that it is the hardware colour register which is 
altered, not the shadow register. Tilt .5 ensures that only the 
lower half of Qie screen appears in the sec-ond colour; the 
hardware register Is updated from the shadow register [706] 
during every vertical blank. As an exercise, try mcxlifying the 
program to change to the InteTnational character set halfway 
down Qie screen. Hint; you need only change three bytes. 'Ihe 
hardware register shadowed hy 756 is 54281. 
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JU 0 flEH LZSTZttG » 

JK i RE»1 Fins derail iA'gj pmfrsslDnal 

HR 7 fiEH ittVl#! UP or dDMfl tPOKE B or 1 
7 REM intq 6.S7} fast or slaw CBBl) . 

FO 4 SEN Hight r«quire nodlfication tq 
uu s REH wjrk in nodRs other than e. 

HV a BftTA 6,77,£77,«9,2,7«e,9,lU4,4S,7ej7 
Zft,197r230,««,Z,17^,2,209,99,2,249, 
S,1B4,40,76,226,192,169 
NV 7 RATA 0,141,06,2,173,90,2,246,36,236, 
91,2,173,91,2,201,0,206,57,169,0,1*1,9 
1,2,173,36,156,24,106 
AB 0 RATA 40,1*1,36,156,173,37,156,105,0, 
1*1,37,156,76,105,6,208,91,2,173,91,2, 
201,266,200,22,169,7,141,91 
6E 9 DATA 2,173,36,166,66,233,40,141,36,1 
66,173,37,160,233,0,1*1,37,1&6,173,91, 
2,141,0,212,104,40,76,226,192 
LP IB 6RAPHT09 0 

Hi 20 DL=PEEKC6O03+PCEKC9613*2D0 
HN 30 FOR E:±6 TO 271 RAKE RL+E,34fM£HT EiR 
OKE DL+3,90 

79 39 REH If vou vont to Bcrnlt «noth*r a 
r«a of Rcnpr;^, POKE DL+* and RL+5 with 
the appropriate address at this point 
LO 40 FOR F = 1538 TO IO 6 IIRCAD D:T D;P0IC£ 

f,d:nekt f:reh don't onit the ■trmm 
C l 00 POKE 6O0,0IPOKE 601,5!POKE 602,1:00 
KE S46,e:P0K£ S47,6iR£K res*t counter, 
speed 5,direction down,start UBX 


vir 

60 END 





BF 

00 1 

REH 





VI 

100 

REH 

N:=$60e 



TZ 

120 

REN 

PHiP 


js-core flogs 

RC 

1*0 

REH 

PHA 


;and *cc 


TH 

100 

REN 

LDA 

601 

; Epved 


UO 

100 

REM 

BME 

P0VOJ 

; return 

if 1 

GU 

200 

REN 

PLA 




HH 

220 

HEM 

PLP 




BC 

2*0 

REN 


*9376 



01 

260 

REH 

DOVBZ xnc 600 

jhpre if 

nat 

CK 

200 

REN 

LDA 

600 

j on1y do 

rest 

HR 

300 

REM 

CNP 

661 

;pf VOX 

i f 


Listing 9 


FR 

320 

rek 

BED 

C0NT 

j £petd= 1600) 

HD 

3*0 

REM 

PLA 



0L 

360 

BEN 

PLP 


1 otrherwisff 

XL 

300 

REH 

JHP 

*9376 

;return 

HU 

*00 

REH 

COKT LDA 9B 

t 1 f not 

YK 

420 

REH 

9TA 

600 

ir^srx 600 

1 PE 

440 

REM 

LDA 

502 

land go in 

DE 

*60 

BEN 

BED 

BACKH 

;apprapeiatv 

UE 

460 

REH 

XHC 

603 

j direction 

ua 

500 

REH 

LDA 

603 

f da f ifi V 

EF 

520 

REH 

CMP 

330 

juntil B dano 

RQ 

S40 

REH 

BHE 

Aldn 


F6 

560 

REH 

LDA 

m 

jthOA Attoir 

UP 

660 

REM 

5tA 

803 

;t6e LH9 

LB 

600 

REH 

LDA 

39972 

;address 

DL 

620 

REN 

CLC 



JLI 

6*0 

REH 

ADC 

1140 


CD 

660 

REN 

STA 

39972 

f Cadd 40} 

9D 

600 

REH 

LDA 

39973 


FR 

700 

REM 

ADC 

HB 


AM 

720 

REN 

OTA 

39973 


JB 

7*0 

REH 

JHP 

aldn 

j * A d #n d ^. , 

HF 

780 

REH 

DACKH DEC 603 

jPthtfr dir- 

HA 

760 

REH 

LDA 

603 

j«ctioD 

OQ 

600 

REH 

CMP 

33255 


VE 

020 

REH 

0ME 

4ldn 

;count fran 

HK 

040 

REM 

LDA 

*17 

;7 to 0 fin* 

EQ 

060 

REH 

STA 

603 


RO 

060 

REM 

LDA 

39972 


OH 

900 

REM 

SEC 


jtihon do 

HG 

920 

REH 

SBC 

33*0 

tort* caara* 

0H 

9*0 

REH 

STA 

39972 

; aero11 


960 

REM 

LDA 

39973 


LM 

900 

REH 

soc 

130 


NC 

1000 

REM OTA 

39973 


LH 

1020 

REH aldA LDA 6B3 

jdll dona 

1 

1040 

REH 6TA 

S4277 

jsa stor* 

NO 

1060 

REM PLA 

|603 in th* 

i IV 

1060 

REH PLP 

lUSCflOL r«g'r 

: BU 

1100 

REH JNP 

49376 

land return 

BE 

1120 

REH END 


IK 

1140 

REH 




Program 3 is a very simple example: nevertheless ^ this type of 
program Is necessary when using some mode combinations on 
screen. For Instance^ If you mix mode 0 and mode 1, the mode 
0 line appears in a dlfferejit background colour to the mode 1 
liite. This can be easily overcome by altering the colour regis 
ters just before the mode boundary. 

KEEPING TRACK 

IfDLls have been enabled on more than one line, the interrupt 
routine will usually have to know which line it is on. One way 
of doing this is to set. 54286 (the NMl enable register) during 
the vertical blank. This ensures that the DLIs start running at 
the exact moment at which the electron beam starts scanning 
at the top of the screen. Listing 4 shows how such a method 


can be used to give an extended range of colours in mode 7. 
AltemaUvcTy, the DLI can use Antic’s VCOUNT tVertical line 
counter) registern which holds the scan line count divided by 
two. Obviously tliis is not of much use in Graphics 8 If an 
Interrupt occurs on every liriL\ but it can be used to good effect 
in other modes, as program 5 shows, and allows a more 
elegant colour swap routine to be constructed. Both listing 4 
Eind listing 5 can be Incorporated Into your own programs, 
perhaps to produce multicoloured title screens or similar 
graphic displays. 

Notice, incidentally, that VCOlJSrr holds the number zero at 
the top of the screen, not ttie top of the display area. 'Ihls 
means that if you are counting lines using this register you will 
have to subtract as shown in listing 4 lo get a meaningful 
value. 

Ttic rest is really up to you, A DLI need not be used to create 
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visual effects; It can be used, for instance, to process data Irotn 
an Input device where such processing wouSd be inconvenient 
to Incorporate Into the main program. I once used two to 
update two eo-ordlnatc registers using input from a trakball. 

more advanced techniques 

Now Icfs move onto something different. Remember the old 
LMS instnietlon? 1 Itnpbed that the address it 
not be the same as the scieerl start address, 68/89. '® 

beranse the two vaJues have slifihQy different meamn^: that 
stored In 88/89 is used exclusively by the OS for DRAWmg, 
PIXtTtlnfi, and so on. The address stored In the Display Ust 
tells ANTIC which part of memory will actually appear on the 
screen- Thus tl is possible to place a desifin in one seeUon ol 
memory while actually displaying another, by altering the 
pointers appropriately. It Is also possible, by the same Weh^- 
que. to flip rapidly between pre-construcled screens to achie 

animation, etc. . 

Program 7 flips between four Graphics 2 screens, 

It is done in practice. Remember to change the second LMS 
instruction If vou want to flip 8k screens usii^ this melhod. 

This page flipping', as it is called. Is not really as useful as 
^ome programmers make It out to be - mainly because of tJrie 
huge amounts of memory required to swup a reasonable num¬ 
ber of screens. Also the Dipping usually needs to be done 
during the vertical blank to avoid glitches appearing on the 
screen In any case, the point of discussing all this was to 
demonstrate the fact that ANTIC can actually display any area 
of memory you care to direct it to. The reason for tMs will 
become clear in a moment when we discuss screen scroUlng 

techniques, 

SCROLLING UP 

We'll taegiJi with vertical scrolling, since this is the easiest type 
to understand. On less advanced machines, scrolling is 
achieved by moving an area of memory through the 
ram With the Atari, however, the screen memory is moved 
through the user memory; a subtle difference in de^scription, 
but the latter Is infinitely more simple to do than the fornier. 
Program 7 demonstrates how It is done in practice; here the 
screen memory is mo^-cd through the ROM. 40 bytes at a time. 
Most of the program is concerned with doing trivial calcula¬ 
tions; it is the two POKES in Doe 50. modi^ang the address 
pointed to by the IJdS Instruction, which actually effect the 

n™n’lterv impressive, is It? Part of the problem, of course t» 
that the display itself isn’t exactly inspiring, and secondly, the 
scrolling is jerky; this type of scrolling is referred to as cc^e 
scTolling. In addition, the display Dickers every so often, this is 
caused W incorrect timing, and is one of the problems associ¬ 
ated with using BASIC for manipulating the screen, 

SMOOTHING IT OUT 

To aehleve a flue scroll, two Ihlngs must be done. First, each 
mode line Instruction of the Display Ust must have the value 

32 added, the instnicbon to enable vertical scroDing. Secondly, 
the VSCROL (54277) register must be altered. This re^ster 
should be POKEd with a number from 0 to 15 to tell AN11C 
how many sc^ lines to line scroll. This register affects e^cry 
line on which fine scrolling is enabled. In practice, 

VSCROL can only be used to move the display through 
sc^n lines, the programmer would arraiige for his scroll 
r^une L move^thf display through eight lines (for modes 
such as 0, with 8 scan tines per mode line}, then coarse scroD 


» this 

4f THIS IS' 


a **» LISTIHC IB 

Tt 1 liCH Hcriiontai scr'Ullins. * varu 
HG a HEW simple in SflSTC; so 

DP 5 display flickers liks trazu, 

Bft 4 REH Hot ice that in thiS case the 
Hft 5 HEM display list is coMpletely 
im G REM r^e-writteri/ and it*s easmer to 
ttc 7 REM put it out Of the nay in page 6 
VH a REM and POKE 560,561 accordingly. 

■B 9 REM 

UM IB BRTfl il2j 112>l5e, 7ji 7,7,7 

, B7 > fl, 6 iS? pa*, 5,71,212 >156,17*7,7,7,65* 

92,150 

EK 20 BIN <641,60Ca4> 

5U 30 a5=" 

IME 1 »"JHEH ZB spaces 
DG 4B 

IH6 2 *"jREK ditto 
KB 50 FOR e=0 to 37 
JO 5B ROKE l5354E>B5Ctfl$ 

PH 70 POKE 1535*64iE, fl5C CBS CE + li E+m 32 
AU 00 BEKT EiHEM 49 tO 78 read the two St 
Pings into tssB-l57s & leBO-iear 
TO OB GRAPHICS 2i^l6 

AS 1*0 EOft E=0 TO ZSiREAR 0!POKE 166*+E>0 
;il£KT EiBEM read new display list into 
top half of page 5 

AZ 11* POKE 560* 1Z8! 56i>B:PEM aPH te 

11 the ANTIC that it*s there 
TH 120 FOR E=7 TO B STEP -1JPOKE S4276*E: 
FOR F=1 TO iOsHEMT FlHEKT ClHEM fine-S 
crall one character width 

RO 13* L01-PEEK£167S>1L0Z=PEEK(167*> !HEM 

The two low bytes of the two relevant 
LM5 instructions 

EH 148 L0Z-L02+1!L01=L01+1!IE L01=39 THEN 
L01=eil.OZ-64!REM Add one and start ou 
«r if necessary 

m 150 POKE 1575>L01SPORE 1678*L02JREH *8 
d put 'en bach again 
ON. too GOTO 1101 REH go hack for MOre.- 


UO 

LH 

FR 

OU 

ME 

FA 

NR 

FJ 

H¥ 

HA 

Eil 

VE 


IF 


GA 


le HEH MR* LISTING 11 *** 

11 REM Mon-stanNard wade denoi a 

12 REH mix of HWde 1 an* MOJe LB 

13 REM W^at happens is that two 

14 REM pixels are grouped into one, 

15 REM giving 4x6 characters 

16 REM instea^t of 6X8* 

20 GRAPHICS 2 SPOKE 623*128!PORE 659** 
38 ? »6;"agE*": HEM znd lower case *a' a 
nd upper case *0' are inverse 
48 ? M5;"Uaa*'1 ftCN « aboue 
SB ? tt6 ; **C(i9*‘! REM ditto 

68 FOR E=7B5 TO 7l2! POKE E>14fl|EKT EiP 
OKE 55 Sj34l«EH All colour registers se 
t to bright White 

70 FOR E=1 TO 6!REAP D[FOR F=1 TO 358: 
■EKT FiPOKE D,eiNEKT E:REM set colour 
registers to zero one by one 
88 RAT* 7 BE, 786,787*789,711 > 712 


bistirtds 10 and 11 
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ttirough one mi>de line. siTnultanenusiy resettbig VSCROL. 
Before we rno<liiy program 7 for fine serolting, take a look at 
program 8^ which tine-Escrolls just one mode line, to demons¬ 
trate how VSCROLis used. Incidentally, VSCROL ia a register 
in fiiNTlC, and since ANTIC decodes the processor R/W line in 
murh the same way as an address lirie^ the register does not 
behave like a normal memory location; yon can POKE to it, but 
you can't read meaningful values from it. Tliis is a 'Icature' 
comnion to most of the I/O chips. 

But back to listing S. You have probably found that there Is 
nothing wrong %viLh the scrolling but, again, the screen flick¬ 
ers. Tills gets worse when we start moving the LMS address 
around as well, and the only solution, unfortunately. Is to alter 
the registers durbig tire vertiCEil blank. 

PUTTING IT TOGETHER 

Program 9 is the ail-singing, all-dancing vertical scrolling 
program. Tliere is an up/demm register (601) and a speed 
register [602) which you can POKE to achieve the effect you 
want. As Is stands it scrolls ifirough the standard mode 0 
screen [that is, from address 40000). but you can easily adjust 
it as shown to scan througli any oilier area; thus you can uss 
fine scrolling in your own programs without even having to 
know what's going on, 

... AND DOING IT SIDEWAYS 

Now for horizontal scrolling - probably one of the most effec¬ 
tive dLsplay manipulation teehniques. Here you need to add 16 
to the iJisplay List mode Mile instruction, and HSCROL (542B6) 
is the one to alter to achieve tine scrolling. Horizontal scrolling 
is a little more complicated than vertical scrollbig in that the 
screen has to be effectively split Into many separate screens, 
ivlth an LMS on each line. The reason for this may not be 
immediately obvious, but imagine shifting a one-dlmenslonal 
memory array through a two-dimensional screen; you should 
be able to see that this would result in a wraparound rather 
than a scrolling effect. Study listing 10. which shifts two lines, 
each 64 bytes long. Notice where in meinorv? tlie LMS instruc- 
bons are pointing; the two lines are stored as if they are to be 
printed on a screen 64x12 instead of 20x12. Of course, only 
twenty of the sixty-four bytes actually appear on the screen at 
any one time; the two LMS addresses are tneremented to 
produce the scrolling effect. Note that both LMS instructions 
have to be altered together. 

If it’s difficult to see quite whafs going on, imagine moving a 
window along several long printed parallel paper strips; this 
provides a useful ilhist.Tatlon of the process. 

Because there are so many different effects based on horizon¬ 
tal scrolling, it is not possible to give a general-purpose prog¬ 
ram which can deal with all of them, so you are really on your 
own. But, if you have a reasonable knowledge of machine code, 
you should have no real problems. Remember; each line must 
be defined separately and pointed to by a separate LMS in¬ 
struction. Also note that the 1ISCROL register scrolls one 
■colour clock', the width of TWO mode 8 pixels. This means 
that to move, say, a Graphics 0 character one space to die left, 
you change HSCROL by four (not eight). 

BOTH WAYS AT ONCE 

And if you can master all that, you can probably master 
anything. You might like to try scrolling a screen diagonally; 
tills involves adding 16 and 32 to the DL Instruction, and 
arranging your memory diagonally; it is rather difficult to 
vlsuahse a dlagotial screen mapped as a one-dimensional data 


set, and even more difhcmlt to put a design on a diagonal 
chunk of memoryr. Howcv'cr, if you can get it to work, the effect 
can be most impressive, as demonstnited by games such as 
Zaxxoii. 

MORE TRICKS 

That's really all there is to know about Display Lists. But 
there are still one or two more tricks, which, though not really 
an^Uiing to do wiLli Display Lists, ought to be mentioned. 

Now, you might Qiink ttiat a total of seventeen modes is 
impressive for a machine as ancient as the Atari, but what is 
often kept a secret is that you can not only combine different 
lines of each mode, but you can also ( to some extent) roll two 
modes Into one. 

To explain this, let's go back to the beginning of ttiis scries - 
remember the Antic ] 5 paradox? Modes 8,9,10 and 11 all have 
tlie same ANTIC mode number. When you select a GTLA mode 
[so called because they arc only available if the GlIA chip Is 
fitted - the first Ataris had CTIA, a less sophisticated IC), what 
actually happens is that Qie OS sets up the Display List for 
mode 8, then alters location 623. This register is normally 
associated with player/mlsslle graphics, but the upper two 
bits are used to select mode 9 (%01xxxxxx], mode 10 
(%10xxxxxx) or mode 11 (’^l Ixxxxxx). The Interesting part 
comes when you start using Display Lists other thaji the one 
for mode 8. 

Tills is one of those things best discovered experiment, 
since there are 42 possible mode/POKE combinations - most 
of them completely useless. Listing 11 demonstrates the gener¬ 
al technique, with a Graphics 12-lypc displays with seven 
colours Instead of fotir. Incidentally, the moat interesting 
modes can be 'Invented’ by starting with a text inode rather 
than a graphics mode. 

Tiyf substituting different mode numbers and POKE different 
values to 623, until you get a mode you might find useful. 

OTHER INTERRUPTS 

To conclude this article, I think a word about ’Vertical Blank 
Interrupts is required. There are many occasions where it is 
ricctfssaryr to manipulate information on the screen without 
causing nickering or other glitches. A VBI Is a short progranii to 
which tile CPU switches during the period when the display Is 
doing effecLivelv nothing. The screen is re-drawn every l/50th 
of a second, and a VBI can occur at the end of each frame. 

The 05 already uses some of Lhe ’Vblank time for its own 
purposes [updating hardware registers from shadow^ registers, 
readingjoTf^sticks etc). When the Interrupt occurs, the OS 
executes a JMP through .546/7. Normally this vector points to 
the OS servioQ routine, but It can be changed to point to your 
own interrupt routine. Of course, any user routine must ter¬ 
minate witli a JMP to Lhe address normally held In 546/7. 
While the screen is being drawn, a second interrupt routine 
can be executed, tlie deferred VBL This is vectored through 
548/9, and Is executed after an immediate TOl, U the function 
of the main program Is not of a time-critical nature (the 
deferred interrupt would not, for example, be executed during 
disk I/O). 

Program 12 contains an example of a VBL All It does is slowly 
Increase and decrease the colour 2 register to give the 'pulsing' 
effect offen used on game loading screens. 

A VBI has a much longer time period than a DLI in which to 
execute; an Immediate VBI gets about 4000 maeliine cycles 
(lhat's about enough time for 1000-2000 instructions), and a 
deferred interrupt has about five times that. This means you 
can execute fairly complex procedures and not cause any 
reduction in the speed of the main program. 


New Afari Uier - Is 5 i>& 43 
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TP 7 DAT* a,72^206>255*6j* 
, 141,255* 6* 173f* 2S3,6^ 240, IS- - 

17S*197,2*201*i2 

E:5 a DATA 208-23,169*ajl41j253#t*2S*51*Sr 
141,253,5*40 

MK 9 data 104,76,226,192,104,169*8-141*13 

7,2*169,0*141,253,6*162*6*150-0,163*6, 

32-92,22S*96 

5A 10 tftOPHlCS OiSETCOlOH 2-0*0 

AM 20 FOR E^1536 TO 1612:HEAP OtPOKE E*D: 

WERT ElU^T 

WU 30 POKE i791*2lP0KE 1790*2 
OJ 45 H=05P115923;EMD 
BO 65 REH 
BF 85 REH 
IG 100 OEM i*=1536 
PC 125 REH RHP 
IM 140 PE« PMfl 
R5 160 REH 5EC 1791 
V« ISO REM 0NE OK 
00 200 REM ISA 1790 
MZ 220 REM 6TA 1791 
VL 240 REH IDA 1709 
WZ 260 REM 5E0 DOHN 
51 250 REM IRC 759 

ZJ S00 '•-05 

YP 325 REM CMP Bl2 
VK 340 REM BNE SK 


Status 
IdOdi aCC- 
: t i*wr 


ichiAHh MP-Zdown 
HCDunt up 


j caiour^lZ 


Listing 12 - theJinol one! 


DISPLAY 

LISTS 


The shnri program stored at 1&92 is used to inltiaLe the VBl 
and needs a UUle explanation. Nomiany to change 
slmplY POKE the two bytes in question. However, when dealing 
with an interrupt, there is always Uie possibility that Lhe 
chance wlU occur just as the interrupt is being servieed. wh^ 
"pp™. th. Lchine to crash- Hre normal moth^ 

of changing a vector is tn store the high byte "f 
service routine in the X regster. the low byte itl ’ 

and the vector number in the accunllllator, then call S^HV 
a special routine written to set the vector In a “htrofcd 
manner. The code for an immediate Interrupt is fi. that for the 
deferred interrupt is 7. Numbers 1-5 are for system timers 1 to 

5, incidentally. . 

And thaP-? it. What is perhaps a noticeable onusslon is e 

mention of player-missile graphics well, there you are. ve 
just mentioned them. But seriously, since these have been 
coveted in Page 6 recently, it seems pointless to go over it ah 
again, in any case, getting to grips with Display lasts should 
Keep you happy for a good wrhiJe yet. 


RV 365 REM L»A «« 

-1 

i )ies r chan^F 

5F SB5 REH 5TA 1769 

j up/dawn r85’'F 

ZO 405 REM JW> 5K 

;^nd end 

Za 420 REM DOHM REG 759 

; count: down 

zs 440 HEM L55 709 


RM 465 REM CMP B4 

;usU8i stuff 

T5 400 REM 8HE OK 

JC 500 REK •-•>4 


HL 520 HEM 5TA 1789 


QA 540 HEM OK PLP 

I end“'giet stetus 

K5 560 REH PLA 

ace* 

ah 565 REM JMP 49378 

jretUPn 

FE 655 REH ERD 


0U 625 REH 


gZ 645 REH 


RP 665 REM 


JT 660 REH *=1592 


GZ 705 HEM PLA 

'initial colour 

GP 720 REH LPA M-B 

IK 745 REH 5TA 709 


JC 750 REH LPA 115 


BJ 780 REM 9TA 1.789 

;up/down reg'r 

ZO 855 REH LPH *» 

; hi 

FZ 8Z5 REH LPV MO 

; lo 

A8 840 PEH LPA M6 

;cocle for UBl 

! UP 865 REM J9R SE4SC 

;SETU5U 

TA 850 REH RT9 


1 FH 905 REH END 


QV 925 REH 



TYPING IN THE LISTINGS 
FROM NEW ATARI USER 

AND GETTING THEM RIGHT! 


You will notice that the program listings in 
new atari user have a two letter code be¬ 
fore each line. This code is used by our typing 
checker TYPO 3 ■ a program designed to en¬ 
sure that you can type in program lines with no 
mistakes whatever. You can type in the listings 
as they stand - you don’t type in the code- but 
we strongly recommend that you use TYPO 3 

to check your work- * 

TYPO 3 i$ published from time to time in tne 

magazine but if you do not have an issue with 

the listing in, you can obtain a copy by sending 
us a large stamped addressed envelope. Alter¬ 
natively send £1.50, payable to PfGf ®'“"g"? 
will send you a tape or disk with the TYPO 3 
program ready to run and with full instructions 
for use. Please be sure to state whether you 
require disk or tape. 

Please note that we will not provide any help 
if you have problems with the listings unless 
you have used TYPO 3 to type them in. 

Write to PAGE 6, P.O. Bo* 54, Stattord, ST16 1DR 
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1Mb DISK DRIVE 
£450 OF SOFTWARE 

AftCAPe a4MEg 



imagirio 

E19.95 

Rtyond Tiv* Pc* PaIac# . Eirte 

£19.SA 

Black Lamp 

. FirebrnU 

119.9& 

Buggy Buy 

Eke 

£19.9$ 

Chopper X 

Maslwtronic 

£9.99 

Hurl WAFTtora 

.Elite 

£14S$ 

MirbI* Hadnrti 

Elsctnonic Ana 

£24.9$ 

QuaiMlen 

Logolrori 

£19.9$ 

BfmaFAint 

Hewson CoiksuilAhis 

E19.9$ 

Halum To GarwUi 

.firebird: 

£19.Sfi 

RKkadwani 

hteltwume House 

£19.9$ 

SlanquAli* 

Mandarin 

E19.9$ 

T*I4 Drtt* 

EldutroniC Ans 

£24.Sfi 

Thrurt 

Firebrrd 

£9,9$ 

Thundercati 

Elite 

£-19.9$ 

Wlzfaall 

Ocean. 

£19.9$ 

X«n«n 

Melbourne House 

£ia.s$ 

Z'ynape. 

Hewsor Cansultanls 

tiai« 


TIm Alin Supsf PKh d liUfll tai yioti ir fcns Mn bp ^nl In a tbsn 
with thH- tKHi ki orurtilnmont icttwirw. Tito Poidi Irdi^jlii a 
wilh '‘iMb AAM, a buSHn 1 Mb dak dnvc^ ow E 4 ED bl lop qmta tfd i 
lavitKk. \t 'kbu buv 1lH Supw Pscti Jl Sllca Outfit wo will add dur own 
Staricr KH Cmh*i dw t 3 jl!lk fnw Oi Charga. HMum Iho 004100 Itoi'dftalli. 



SPORTS S/MULATIONS 

EEhllvEEhrwita Super54d Elite tlS.^ 

SecondnOut TynMOft Eli.BS 

Suwiw Oiiiiim^ikd ^ TynKort £19.95. 

pHODuCTtvrrr software 


SA3M 


INCLUDINQ VAT 


OrgimiMr . . . Tritangle Publishing 

JOYSTICK 

Atari CX40 Joystick Atari Cbrp £4.99 

FREE ATARI BUNDLE VALUE£45e^ 


With SM124 mono monitor: £49& With SCI224 colour monitor: £S98: 



NOW WITH TV MODULATOR 


Fh 1hD s^inua hckiriq liiar 1ti4 imdlll I>mlne9?. ere 
pleafied lU annOuACe a naw package based omund IHd 

TpaoST-FW:. TMe lomsT-FM has IMbyW RAM end a 
IMbylp (Hiilldn di*k drive. In Jiddltlon. 1he 1040^.7-FM 
hdw Cdmas with a TV ntcduilAlcyr buil1-in. fTha pmvioiiily 
available 1C>40ST-F vraa dasi^rvad lar uaa with a meMiitdr 
only and did not ccttvb wllh a modul&ICK.] TDIb modulator 
allowra Che IftdOST.F Iw pluwed directly ilntc eny 
domaalk: TV eat. and CCrtAI. dcwnpIcLe wirh a load |g 
allow ycHi lb do so. The new 'Pruiaasional Pack' Irooi 
.SiiH;a indudae ttva new iCWST-fM wfBi modolaltw plua 
fPur hi^ pudJity sertwara packigwi inpluding a Bpread- 
atueL dalabaaa, word pfoaMaar .eurvd programhiing lang- 
iHga Tbis 'Protee3>ibnal Pacit' aciitware ^11 enabla you lo 
get stnighi dewn to bliaineea wilh your new i:oiiipu1er. In 
addiliofi 10 Hila soliweFS (iivarth E3M.84|i, if you buy iha 
Ffdatelonal pbcH liroiii Sdica Stiop. you wIM alBO racelve 
iha Sdlpa ^ $tarlar Krt (wgrth over !UOO)i Frw Of 
Chai^. Heturn Uw. eokqMri Tor rurthw infcmaiKin. 

£499 



INCLUDIWO VAT 


With SM 124 mono monitor: £ 59 flw 


ATARI 1440ST-FU (Cdfepuiwi. £49fl.'B» 

VIP PROFESSION^ . iSpradibhc^ti £149.W 
MICROSOFT WRITE iWgrd PrecBaarj. £.’149-9$ 
SUPERBASE PERSONAL (DaieJwe) £59.9$ 
SASIC DISK « NIANUAL aenouagfl} £34.9« 


NORMAL RRP; £864.13 

LESS OiSCOUNT -£ 355 ,S 2 


With SCI224 colour monitor; £7&&1!3S 


PROFESSIONAL PACK PRICE: £499.00 




2Mb A 4Mb MEBA 9S1 

r 

TFhj ME&a ST compulwa ara Ftyted w b? lloMwalgM 
CDnnecled by a cniled leteptinna style Cable. Thera an 
ena with SMbylea dF RAM and Iha Mher wiih 4Mbyt 
fteutkte Bided dlBk dnva tulti-ln to 1hB CPU unit. The 
mpdiitebBT buik'ioi and mu^ Shwiater? be tlBbd with 9 
Ihjretiaaeid, we -will add ihe iPrbteaakinaF Pack' sed 

?.'nTT™S *5!!’“^ ST 

(vebrnh civ4r £2IXi) PRQCI 

both Free 01 ctwae. 

Return ifie cbiifKin ■I'lTiono itiOin1lOr= £990 
te<- lioihyar (Ibib^ + colour iiaanrlqir =X11^$ 

keyboerd with b eeparale CPU, 
twp vgrelpns. )H the MEGA £t. 
us. Each varsiCfi has. a IMbyta 
FilEOA 5Tfl do not dome wtih 
rnonltar. With e^ry meCA ST 
twarr (worth UA4.S3I ohDlallail 

4Mb MEOA ST 

£1199 

♦mono mafitlor=£129@ 

-I- colour monlitor =• £149S 



DTP Fag eStream £149 


♦VAT 

=£171.35 


DeakUf). F\>blahi[ni C&IF) a ana df the hsteel gnTwing opglicdban} hir gononil 
dddtpuiert. We *4 Id dl^r>4Lkk:d't pr 7 F 4 flul low coot package Fw Alan ST 

«iiH BageSliew PfeiSlnn#i cwi tide |i ykr-ifiTi nw. bocoLna n 

■Olka an *i*ri ioiwt and t 8 a*M*t SP-HWI portwi, ytju tan ba 141 and 
rwifting *t 1 h a Cbinpliaa ayetem Igr Iw ihan EIOW Simw d |t« beluiw Cl 
PageSliaam are kalad Ig Fia rIgM tl ygti wtMd kko Ti^lhw intciiiTiad^ei ca itiit. 
gmgrjin, vnitilita and rvluiii 1tH otupan. batnv, UcU^ itM ^TIT'' bci In Iha. Opmar 


■ TEKT-FIjOW around QRAMICS 
' H07AT1DN Of TTJiT A OflAPtllCfl 

* SUkMr OR mnST aht objectt 

* KStseniPT d;OHPmBLE 

rwFUNcnoM 

" dtUTOlUMlJlAL KCAmHO A rmweMATlOH 
+ OnOUPIMO OF MJBCTft 


A 

ATARI 



The naiYfle a\ Atari $T KJihpuier* something for AYeiyona. From the giamM: enlhij 4 id$l 
-who wttflfs Ihe chellenge of 1hd way beat m aroade- action, lo bulinassman who wantB to 
make financial lonscaBls or FfluHlAS* pnowntalioPB. Titw ST offara high quality graphitii 
sound and speed for Ihe gamer, whilst providing a last. u»tfr friendly .and atfordahle aoiulion 
to bualneaa. Th* ST rksw Firmly eslablishad in the home envirooment aiid iboasla a wealth 
Of users in edut::ai;ion. local govemmenl. television, and a variety oJ drffemrvi iboElnesa^. 
Strftware toa Iha rangie stfatehes -le cover applications as dwoisa as eNTEHTAIMMENT, 
ACCOUNTS, ART, COMMUNICATIONS, COMPUTEH AIDED DESIGN, EJATABASES 
DESKTOP PuBLlSHINfi, EDUCATION, MUSIC, PROGRAMMING. SPREADSHEETS.. WDFID 
PROCESSING and more. For a full list of the soflwars avajilaible, aa wall as deidlks of Ihe ST 
range, HRnpleta and iratum Iha ooupon below. > 0 ,^ ii oa tmai K>anu £so£ 


52QST-FM EXPLORER PACK 

WITH BUILT-tN 1Mb DISK DRIVE 



Th£ ydluO lOi' money oHared hy the Alari ST range i?- ralboctOd ih tile BtpkrreF PecL 
featuring the SKBT-FM cqmpuler wilfi 51iK RAM. ThO- 520ST-FM computer now 
OQfnea with a tuHt-ln 1 Mb doubla stded disA drive as. well sa a mouse COTilrollar 
and a bullt-lfi TV modulalor. Tha new 520BT-FM Explone^ Piacn Includes the-520ST- 
FM Manputer, Ihe arcade game RariarBnia, a tutorial program and somE useful 
deaktop accessonies. In ftddllion, il you buy Ihe Explonef Pack from SiHca, we will 
give you INe Silica ST siarter Kil worth mar £200, FREE OF CHARGE. Return Itia 
OdupOh fbr (letailS ct cur Starler Kil and ol tbS full ST range. 




+VAT= 

F£299 


SC 1324 colour monitor: £ 59 B 


WHY SILICA SHOP? 


BelOre yfiu dAdfla whm ki buy v^fr (mvi Alnn 
wtnptrter. vve uigsieel r<ki eiHieider ^sreiully WHERE 
yiHi buy R. Thaf? jr? FAAN7 ratnpanles. wtio Mh edtar 
■rOu a bdmpuhr, a llew perigtiniali aK) Uiq 1op Ikn 
Bne 'HWte WS FEWER CWtfAlMa viho can otfar a wida 
rjngp qF prfHlIrCla Ipr your oontpuffir 3hd dJiiMrt adrica 
and help whrni ygu n^gd it Trtjf? ONLY DNE 
compam Wlu eu provide the lat^pti d Alpn ST 
[WalaO prndiiCtB itn ^ UlC a 11111 BnaAiaii ST apecialid 
tKhnical lwlpli[i.p and m-dtpth anar atieE, inc¬ 

luding Free ntniaiBttEn ird brachuria dalivarad >0 ycur 
door ter at krig you raquird aFw ydii purchoie your 
punputar Th^ dna Wtnpflny U £ilca Shop We Fih* 
been eeuiikaned in Ah hnma ciimpjiB iMd ter Inn yntrn 
kith 40 401)1141 luihovor in moeis oH CS mHion. ard can. 
npiM nipra In mont our customert. raquiremeoia nilh an 
dtojrtcy md unikHTtandng whteli q tnoond to rpiie 
But deni iuH uhe Our vmd ter rC. Camplaln mv) nttum 
thd Kkipon bdiDW For our lelaat Meriduie end bd^n id 
ih* Sana Shop spncmiUI Aim senira. 


Stiic* Kfn Dwr aoo free 

viilh nvnry A441I ST oernpiuWi brjugkt 1rtn»n Silica. 

HRCW.' Free tMwr'eaa sattwari 
ttilh -IDeilST-Fki nn<F STa bcughlirDin Silica. 

AEWAT£P SiEkFIfflnn^ ;rriijMFTK..klBn1rainDd 
siiKtl iMdh yenm ftipwience on klBi> aanrara. 
nif jfibCtK RAM!^' All al yuiir Mon 

mquIiiHenjt tfono one pitta. 

M-fttf SALEF Yha Hatl at Sllbi.in 

de404ied to hate iron ga1 Ihe besi Iram yuer ST. 
rtfff C^ALQGVES: Mailed dvacl te ynarhamn 
an tonn ne mi piiril Iheth. teelurng Dtlan as well 
Bb all nr 0)0 oea iweeiee 

FMF OTEmWGHT WLIVENr: On. all hjfnvuira 
orderi ehpped miFm 1he UK mainland. 

^NFClE MATCH PROMtSE: Wn will match eoivip- 
alilcTE cm a 'same pruifuct aamti procn' basis 
FFEE TECHNICAL HELPtiHE: Full lime ludm d 
Alan (KhTHCUl evparti adwnyi Hi ygi.ir teivi^e 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DfTAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 


ATARI 


ir ylAi already awn an Alan &T tgmguter and vrould lihfl lb be roqiaterfld OT OUr IhBlIIng llBl as an 
ST iiaar'. lea ua komv. We will be pteesed ib send .^du tepiai el mr price liFlr arvF nowqiettars 
FREE OF Charge »» they becoine avalla&le. Cuenplim Ihe duupon and nalum it id burr Sidcup 
branch end begin eiipiananciiig a ipeciNi$t ST senile* Hint !e Beeoixl lb noPP. 


To; aiica Shop Ltd., (23) PSIX 0590, 1 -4 The Mews, Hatherley Road. Sidcup 

PLEASE SEMO FREE LITERATURE ON THE 


SILICA SHOP: 


Mr/Mrs/Ms: . initials. 


Address: 


SroeXTP c& IVEa-il Order) 01-309 1111 

i-4 The Mews. Hatherisy ftaad, Sfd'c^p, K^di, ‘^DX 

OPgUWY iWOty-gAr Sam - 5.30p/n *LjATE W/CWT- AffJQAKflpjrTj - 7pm 


LONHOTkl . Ql-&@0 4000 

5? Tcttehttarf) CCtsrt Road. London, WiP 08A 

OPEM: MON-SA T 9.30am - g Mpfn iL ATTF fifGHT: NONE 


LONXION 01-63£9 1234 ext 3914 

S^Lfridges ffst hoof^. OxfCfd STreot London, WlA TAB 

u OPENi MON-SAT Siam - 6.00pm LATE MidiNT: THUPtSOAY - Opm J 



Keni DAT4 4DX 

ATARI ST 



Surname: 


Postcode: 


Do you already own a compulEi' 
If so, whiqh qrve diJ VOU i?wn^ 


DTpgJ 
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XL/XE UTILITY 

MODIFIED 

HEXSAVER 


H awnjJ iiomTally used tlie ANALOG riTafiaj^ine machine 
code loader program J was pleased to sec Nick Higgs 
superb Hexsaver program which can be easily amen¬ 
ded to produce boot tapes or binary disk files loaded and run 
from basic. 

AlthougJi I have taken the liberty of altering Nicks origUial line 
length from 40 to 48 I have done this purely to save 20% of-the 
space required to print the data lines. In oUier respects I have 
confined amendments to those necessaiye 
Tfie listing contains the amendments to the Hexsaver prog¬ 
ram. IJST the lines to disk, lX)AD a copy of the original 
Hexsaver program and ENTHR the new listing to produce the 
completed program, SAVE aceordlngly. 

Thc program initially runs like the cHginal Hexsaver bat you 
arc also prompted to Input the run address of the binary' file 
and the title of Qie final program. After Qie basic data program 
has been listed to disk the program vjiM produce the disk load 
and rtin program which will also be listed on disk. The listings 
produced will be similar to those used previously in New Atari 
User i.e. Listing 1 to produce the boot tape/binary disk file and 
Usting 2 to load and run the binary disk file. I have added the 
extenders A A and .L2 which I noiTnally use for such purposes 
together with -OBJ for the final binary' Rle, Amend these as you 
wish taking care not to ov'crw'rite any onglnal files especially 
your object code fUe which might have Lhe same extender, 

PROGRAM EXPLANATION 

The program loads your original code and w'rltes a 43 byte 
bool tape header in front of it. The final 3 bytes of the header 
form a JMP instruction to the run address of your file. Tlie 
load address {which is calculated from bytes 3 and 4 of your 
original disk fUe header) is brought forward to accommodate 
the bool tape header and write over the original 6 byte disk 
header. If your file has been SA\T:D by the Assembler Editor 
Cartridge or assembled by the Atari Macro Assembler or Mi\C/ 
die program should work satisfactorily. If for any reason 
the original file header bytes 3 and 4 do not contain Lhe 
original load address the program will not work properly. 

Tlie sub-routine at 700 calculates the length of the file and 
the number of 128 byte records needed for the boot tape load. 
Hexsaver tlien generates the number of 43 byte lines needed, 
•■[lie program produced when RUN loads the machine code into 
a string w'hich is printed to tape or disk as required. Please 
note that by adding the amendments to Hexsaver and using a 
full length string \n this wray uses up more memory' than the 
original so 1 Viave reduced Qie maximum file length Irom 20000 
to 8k. w'hieh should be more than adequate for a typedn 
program of this T>rpe, unless readers are willing to forego more 
normal pursuits like eating and sleeping! 

If you W'ant longer programs or prefer AL'TORUN-SYS files 
then simply use Nick’s original program to provide New Atari 
User with some much needed top class programs, 

by Bill Halsall 
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cs zja PXH ri3 as =''T^ 

":*S C23 -A$ 

Btc Z4B ? "A+HsEEHIIM"; IMF ILES 
KO zse LNirysnfAOIlCHC^* J AfrRCA$>+373 : VfiA^ 4 
eeeeiGO^uD zae 

UZ 260 GO^UB 3?e 
FS 270 LIilE = ?9a : PD5--47 

BL 2B® LIHE = LIHE + J.0; ? LINE "|LIM 

E 

JJ 250 ? 02J STa£ CLItt£3 ; POTfl 
RH 360 LINE$C1>"CHR$C«3SLIMES(483=CHR^Cei 
!LINESrZ3=LXN£S 

BG 310 PD5=PDS + 4e:PD6Jl = P0S+48iIF PCS1>LEN 
CRS} THEM P0B1=LEHcaS3:LIHES=AS(POS>PO 
511!GOTO 366 

LT 320 LIMES=aStPO5,P0S13 

HU 330 CHK6UMt^USiRC153G,0j>RtLXME$3^aPRCLI1l 
eoutSiJ 

AU 3*0 ? OZ; LIHEOIJTS 6TR$ CCKKSUH) 

PH 356 GatO ZOO 

10 360 eHK5UN::tt5R CIS 36 ^AI^R CLINES) ,At>nCLXH 
EOUTS)3 

QM 370 ? 3«2;LXME0UTSC1, CCP061-P05+L)»Z)3 ; 

STHS (CHKSUH) 

C6 366 G05UB ?B0:EMO 

OJ 350 ? W2J"10 REH »»»"iTITLESJ” - LXSTI 
HG 

HG 152 2 tt2j“12 ftEH“ 

VV 354 ? It2ji*14 REH fj1 J«iI:WJrfi*»iTJlJ 

\mmmM 




ev NICti HIGGS 


VO 356 ? »ZJ"16 REM" 

MM 406 ? 02;"20 DIM L1KE$(56],AS(61523!LI 
ttE=55e eCMT=- 48STROP lO0sGDSOB 260" 

TR 416 7 »Zj"3a aS (11 CHR$ CS4) j'*6!"; CHRS 
(343 j"sA$(ai523=";CHRS(343 j"e"jCHftSC34 
1;"E aS(21=aS" 

OT 420 REM 

16 430 7 tt2;"40 LXNE=LXHE+16lCMT=CMT740sR 
EAD LIMES « CKKSLIH i ? ■■tCHRSe343 r 
0 LINE ";CHI(S<34J ;";LIMe" 

VM *40 7 1tZ;"60 CHK = U5H (1636^ OPR CLINES) ^ A 
ORCASJ+CHT)" 

OT 400 ? t12;"eO GOSUB XOO^GOTO 40" 

oc 460 ? nzj^ioe ir peekcissioo tmen 7 " 

; CHRSC34) ; "ERROR ■" J GHR$ (341 PEEK (159 
I ;GI1RSC293) :end" 

KV *62 7 112 j "110 7 "J CHRS (34) j ^tSn]3[iSI!iE3 
CI";CKRSC34) J":TRAP 100" 

OP *63 ? It2|"iza 7 CMRS (3*3 (01 X5K OP 

{T1APE";CHRSC343)"EG09UB IBOilF K=60 T 
HEN 140" 

KP 46* 7 SZ;"L30 7 (;HRS (3*1 j "READY 0A96 
ETTE AND PRESS RETURN";CHRS(341 | ■*I OPEN 
ttl, O^ 12B, CHRSC34) X"C S" j CHRS (34) } 

OZ 469 ? »2)"fG0T0 160" 

TD 466 7 O2;"X40 7 ";CNRS(341j"READV DISK 
AND PRESS RETURN"; CttRS C34J ;":G0SIJB 18 
a;XE K0159 THEN 140" 

UV 467 ? M2X"ISO OPEN Ml,6,O,";CHR$(34)jP 
ROGFILES;CHRS£343 

YV 460 ? MZX"160 * MlXAS(1,FIN;"3JCLOSE 
Ml:END" 

FI 465 7 tt2;"lO0 CLOSE Ml! OPEN ni>4*B,"jC 
HRS(341;“K:";CHRSC34)X":GET Ml,KXCLOSE 
Ml I RETURN" 

EN *70 7 lt2;**2e>B FOR A=1S36 TO iSSBXREAD 
OiPOKE ft,OfNEHT A:RETURN" 

DH *SO 7 MZX"210 data Z16^10*,10*,133,20* 
,104,133,203,104,133,266,104,133,205,1 
65,0,141,127,6,1*1" 

KI 450 7 BZi"ZZ0 DATA 120,6,150,255,140^1 
25,6,140,126,6,173,126,6,201,47,208,11 
>173,127,6" 

CE 500 ? M2X“230 DATA 133,212,173,120,6,1 
33,213,56,172,126,6,200,140,125,6,177, 
203,32,111,6“ 


EQ Sia 7 n 2 ;" 2*0 data lo,lO,le,lO,14t,123 
p 6,172,125,6,200,140, 125,6,177,203,3Z, 
111,6,24" 

TH 5Ze 7 VZ;''Z50 DATA 105,123,6,172,126,6 
,200, 146,126,6,145,205,24,165,127,6,14 
1,127,6,173" 

EX 530 ? n2;"26e DATA 120,6,105,0,141,128 
,6,76,30,6,56,201,58,144,4,56,233,55,5 
6,56,233,46,56" 

HJ 540 ? M2 j "300 DLHE-PEEK <184 9 4(2S67PEEK ( 
1033 " 

El 550 7 ttZ;"310 IF LIHEODLHE THEN 7 ";C 
HRS (341 } ^ lOrial CHRS (3*1 ; " ; STBS (LIKE) ; 
"XCHRS (343 ; CKRS (341 $ " t END" 

LH 566 ? M2X"320 IF CHKSUHOCHK THEM ? 

CHBS(34) IN DATA AT LINE "; CHBS 

(34) J STBS (LINE) : END" 

Li5 570 7 tt2]:"33B RETURN" 

ZR 580 RETURN 

UF 550 TEAP 950; POSITION 2,10;? 

IN 600 IF PEEK (155) =162 THEN 7 '^ tdirLfiU 

CD 610 IF PEEK(155)=165 THEN 


A 60 UE FILENAME CHARACTERS 


UW 620 IF PEEK(1551=165 THEN 7 


K HORfi THAN 64 FILES 


HP 630 IF PEEK(1551=170 TMEN 
MU 640 POSITION 2,22:? 


ERROR.IN 


ERROR &IS 


iABDUE fXL 


HIT ANV KEV AND T 


HtN IRV AGAIN 


PK 650 POKE 764,255;CL0SE Ml;CLOSE M2 
JR 666 IF PEEK(7641=259 THEN 666 
NA 670 POKE 764,255 
ZS 686 RETURN 

AF 700 LA=ASG(AS(46,4ei1+296WASCCAS(4i,4i 
) 9 

MM 716 RESTORE 720:FOB A=1 TO 41:READ DA i 
AS(A,A9=CHRS(DA9fNEKT A 
RI 726 DATA 6,0,0,0,6,0,165,0,141,47,2,16 
5,60,141,2,211,165,0,1*1,231 
IK 736 DATA 2,133,14,165,56,141,232,2,133 
,15,165,0,133,10,165,0,133,11,24,561 76 
KU 740 BVTE = LA-*3 [ GOSUO 806 I LOLOH=L(lH l LAH 
I^HX:A*(3,4)=CS:0VTE=LA-4:GOSUD 000:AS 
(5,61=CS 

VH 756 eVTE = LA-3:G0SUB 000 i AS (32,32) ^i^CHRS 
(LOHl : AS(36,36)=CHRf (NX) 

PK 760 8VTE=RArGCISyB 006 t AS (42, 43) =aS 
UA 770 A=CLH+S7)7120;XF A<>INT(A1 THEN A= 
INT(03 *1 

HiA 780 AS (2,2) =CHRS CA3 :FIN = AW128 f A = riM74e 
ilF AOINTIA) THEM A=lHTCA)+l 
VY 750 AS = ASei,A»401 : RETURN 

IK BOO KI = XHT (BVTE72SG) ; LDH=6VTE-ttI«2G6 :C 
S(1,1)=CHRSCL0N1lCSt2,2]=CMRSCHI);RETU 
RN 

00 500 7 CHRS(1253;"8ASIC LISTING COMPLET 
E":? "PREPARE DISK FOR LISTING 2 !-"!? 
"THE DISK LOAD AND RUN PROGflOH" 

GV 510 TRAP 540!POKE 764,44 

PS 526 ? "+* DISK LOAD PROGRAM'S";? "FILE 
HONE 1 D: ,L2"XBSS(l,i3) ; iTXiPUT 

MIGjDISKLOOdS 

DM 530 CLOSE Ml:CLOSE M2lOPEN M2,8,0,DISK 
LOADS:GOTO 550 
LP 540 GOSUB 550;GOTO 520 

HE 550 ? n2x"10 REM LOAD AND RUN ROUTINE 

FOR "XTITLES 

DA 560 ? M2;"Ze OPEN Ml,4,O,";CHRS(34)JPR 
OGFILESxCHRS(341 

DH 570 ? n2;"3e POKE 8G0,7:PaKE e5Z,";LAL 
OHx“SPOKE 853,";LAMIj“SPOKE 866,265;P0 
KE 057,259" 

NG 580 ? M2j“46 K=USR(ADR("SCHRS(34)x"hhh 
CKRS (343 ;") , 16) 

PB 550 ? M2 j “58'CLOSE Ml l H=USR ("; LA-3 ;"1" 
!RETURN 
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to The Tipster pages. As u>e[i as the 
usual general game help and cheats, from tlhs 
issue onwards I u>ili be featuring one complete 
Adventure sotiUiort each ttme hiJell, okay, seem^j as the 
post from Australia takes so lang! Ed.}. 1 liave a good 
stock of these solutions - thartks to your generous oopitri- 
burions - but Vieu" solutions are alu>ays welcome 
esjoectalty those cooeriny our uery ou’fi Page 6 adven¬ 
tures or PD adventures. You knoto, we uery rarely tiear 
any more about ttiese games once loe send them out!! 
This tssue's prize goes to Kevin Campbell of Livingston, 
for his coinprehensiue tielp on COSMFC PIRATJE, devious 
cheating uith the ladtes attire on STRIP POKER and a 
little trick uith PRO MOUNTAIN BIKE SIMULATOR. 

Well done Xeuin^ Without further ado.Jun\p into your 
cockpit, fasten your safety harness and take off into the 
murky depths of space with COSMIC PlRATEfff 



You pan change the colours of 
the gtinic screen. Unfortunately, 
this can only be done once the 
game has started so play It in 
2-player mode. Both players 
should watt and change colours, 
then start at the same time. To 
change the colours press keys 
1-3. 


Wanna strip the girls \^'1th the greatest of case?!! 
Simply load in a normal DOS (say 2.5) then insert your 
Strip Poker disk. 

Press W for DIRECTORY then RETURN and REH'URN 
again. The Strip Poker files will now be displayed. You 
will see the flies OPl to OP6. 

Unlock the files then re-name OPG to OPl and OPl to 
OP6. Now, when you play the game, the girl will be 
starkers! (Remember to write down what you have 
changed so you can easily change it back again). 


S ome really useful gui¬ 
dance on this one since 
Uie game packEigiiig 
carries rathersparse Itisf.nic- 
tions! First of all, go to the 
PLAY SIM icon and play the 
free simulations. Instead of 
flying around shooting, remain facing in one direction and 
shoot very cEirefully. Once there are only a couple of Aliens left, 
press ESC to return to Qic main menu and play the free 
simulation once more. Repeat this procedure until your shoot¬ 
ing accuracy Increases to between 20-25. 

Now launch and fly towards the crosshairs. You v^ill arrive at 
a Space Station, Follo%v die crosshairs to the centre of the 
Space Station and a MAP v.111 appear. There are 2 Pirates on 
this map - one Is YOU and the other is the an enemy. Choose 
one of these sprites and move It one square clo-ser towards the 
Space Truck, If the enemy doesn't move then you must he the 
OmER! 

You will now be back in space and can, again, enter another 
Space Station, moving yonr ship closer to the Space Truck 
again - taut FiJ^ST you have to shoot a few waves of Miens 
otherwise you will be charged 1000 credits when you pass the 
Space Station, There are also Icons which you can collect 
which replenish Shields, deplete Shields, add to Score and 
collect Smart, i^ombs: 



COLOUR OF ICON MEANING 


RED 

GREEN 

YELLOW 

PURPLE 


Automatic Smart Bomb 
Bomb 

Extra Points 
Decrcafre Damage 


On the game MAP, the BLACK squares are toll-free, but the 
GREEN Esquarcs require a toll: 

DARK GI4EEN = 1000 Credits 
IJGHT GREEN = 2000 Credits 

Once you gain access to the Space Station and the MAI’ 
appears, move another square until you arrive at the Space 
Truck. Then destroy it by shooting at the vital points when 
your crosshair is over them. 

You will then be presented with the message MISSION COM¬ 
PLETED" and you will be awarded money, Now select atiother 
mission and repeat the procedure, Qiis time with BIGGER 
Space Tmeks, If you are lucky enough to win more money, you 
can buy more shields, etc. 


Further COSMIC PIRATE tips from Rhys Harris 

1 . Once you start earning credits, DO NOT buy a larger gun as 
this will tend to hinder you by making the simulator practic¬ 
ally impossible! 

2. Blast everything regardless of your 
shooting accuracy in tire actual 
game (auto-fire recommended!) 

3. You have to accumulate over 6&00 
points if you want to make a profit. 

4 . The No.2 slmvilator is the easiest 
one to play. DO NOT shoot the 
heads straight away as this reduces 
the amount of points you can earn. 
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ALTERNATE CHEATS!! ZORRO 


From P.Zograiaxis of Greece 

ALTERNATE REAUTYiTHE CITY 

Load the game as tisual and select a temporary character. 
^Alien the loading procedure ends, press RESET. Load a disk 
copier into memory and using this copier, you can copy DISK 
2, SII3E 1 of the CITY to any blank disk. 

You are now reader to do the following trick. Load the game 
(using your ORIGINAL disks) as usual and create a NEW 
CHARACTER. As players of this game will know, when you 
enter ANY Guild for the first time, you are given an Increase in 
one of your 'STATS'. 

Enter any Guild, then leave and press P' to PAUSE. Then 
Insert the NEW disk (Nffi’ any of your original disks!) and 
press ‘S' to SAVE your character. If you carry out the foregoing 
procedure, your character will be able to enter Guilds and 
increase his/her STATS as rriEiriy Limes as they require! 


Thanks to Stephen Garbett for the following solution. CwHo;:! the 
BRAND, heat It at the Forge and brand the OX.,,.after thlsyot] can 
mlleel the item next to It...,collect the BELLS from the Hotel and put 
thein at the top of the Church....wlien both hells have been pot Ln place, 
a grave will open,.,.DO NUT enter it yri!....c[]]l«:L (he-TRUMPET froin 
tlie Hotel and stand on the see-saw then press the KIRK hutton..,.a 
GUARD will appeal' and fall onto the see-saw. thus eatapult1ng>mi into 
iJie air....move along the pole, go UP and collect the BOOT.,.,collect the 
HANKY ihcn gts dciwn the Well and get the GOBLET....now enter the 
grave and colleet the HAGS OP MONEV....whe[i you reach the room ■ftltli 
the hashing Icons, go to the FAR LFFl’and push 1hc barrelH iiili:] the 
Cellar wliereyou obtained the goblet,...return to the Hotel and eollccd 
the FLOWERS....re-enter the tomb by the cellar and go UP Into the 

Lhcr PRISONERS whil&t avoiding the bullets....the prisoners 
■will fonn a platform to jump on to the low roof.... enter the next room 
and then work your way across it....enter Ihe other room and uiake 
your way to the SENORlTAat the top.,..you i^lLI automahcally give her 
tlie FLOWERS and the HANKY....she will kiss you and musie will 
plidv_aridynu have just cooipleted ZORROni! 

llli^ 


ALTERNATE REALITY:THE DUNGEON 

■^Ticn you pick up the GOLDEN APPLE It adds 15 to your 
Hil-Poiiits. Unfortunately, it then disappears so when you first, 
pick It up immediately drop it, pick it up again then drop it 
again. You can do this as many times as you like, buty^ou ha%''c 
to be quick and SA\T^ regularly (only AFTER you have dropped 
it). 


ARKANOIQ from Tom McCabe 


Han ever seen ttar FINAL SCREEF* ottlil* game? We daulil; It 

becauM OA faufle of the iAt«r senena the blocks have to be hit 10-20 
timeslE Wcll^ here is a great cheat to .five yon Infinite five* ftnd enable yoti 
all te flnieh the gaitie: 

1 . Make a baek'-v^ of your ortgtoal same and work on the back-up. 

2. Using a sector editor, inakc the following change* to Bytea SB. ajiid BO 
of SECTOR SB: 


BYTE No. 
be 

so 


ORIGINAL 

CE 

F4 

31 


CHANGE TO 
VA 
EA 
EA 


Tii»ter Iki^^lrcad^ ^me oww 

who r^rcen^ 

Ibr afl thcose HINT^^ 
pwu^enS if'ftir 


.. 

w next issue^ 


IWe^h^lSXASiO.SAtl EtECIROWC fCCyBOAJfD irftfi. 


preset sounds^ IDIcuito rhythms ; 
note memory. Complete Annoy everyone^ 

In ffte pricedf a hints on^i 
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SOLWIO^COio.l 


« 4.4^ G.4-MM.w\\y^Wfk I^At 4 ^Rtt.- 




11'you T^ish to have 100 lives, hold down die PAUSE keys 
[SHIFT + P} just AFTER you have lost your I AST life. Keep tlie 
PAUSE keys depressed and move the JOYSTICK DOWN. You 
will now be moving veiy slowly and the creatures wiU move 


Get yourself Killed at this stage, but keep pressing the PAUSE 
key s. The reading will show 00’ but Ln reality, you will have 
lOO LIVES! ’ 


This issue^s ADVENTURE SOLUTION takes you all the 
way through DALLAS QUEST.the direcliohal com¬ 

mands are as you input them, but the verb/noun input is 
simply coded in reverse to heip prevent those of you 
who do not want to see the answers yet, from accidental 
ly glancing at the text! (Le. PORD YENOM = DROP 
MONEY!!). 


PORD YENOM - E - EKAT LLA - N - EKAT SESSALQ ^ N - 
EVliG SESSALG - RETNE NRAB - PORD LWO - EKAT 
LEVOHS - S - S - S - W - EKAT ELGUB - W - W - W - 
WOLB NROH * GiO - KOOL - DAER ENOTS * E - N - 
NEPO KSED - EKAT HCUOP * N - N - W - W - N - KOOL 
ENALP - EVIG STEKCIT - EKAT KCAS - NEPO KCA3 - 
TUP GNIR - EKAT ETUHC - ESOLC KCAS - ESU ETUHC - 


(or-PMUJ'). ^ ^ 

NEPO HCUOP - EVIG HCUOP - ESOLC HCUOP - S - S - 
KOOL EGUH * ELKCIT ADNOCANA - S - S - RETNE 
TAOB - NEPO HCUOP - EVIG HCUOP - ESOLC HCUOP ■ 
WOR TAOB - WOLB NROH - S - LLUP TlATRUC - EKAT 
RORRIM - PORD ELGUB - EKAT THGIL - NEPO HCUOP - 
EVIG HCUOP * ESOLC HCUOP - PORD LEVOHS; PORD 
ETUHC - NEPO KCAS - TUP HCUOP - TUP RORHIM - 
EKAT EPOR - EKAT SREDNEPSUS * ESOLC KCAS - 
PORD EPOR - PORD SREDNEPSUS ■ PORD KCAS - NO 


THGIL. 

BMILC REDDAL - PORD THGIL - E - S - EKAT KCAS - 
BMILC REDDAL - EKAT THGIL - W - FFO THGIL - NEPO 
KCAS - EKAT GNIR - EKAT OTOHP - EKAT HCUOP - 
PORD KCAS - WOHS OTOHP - EKAT LLA - W - NEPO 
HCUOP - EVIG HCUOP - ESOLC HCUOP - EVIG SGGE - 
EVIG RORRIM - EVAW GNIR * TAEH SGGE - NO THGIL ■ 
PORD GNIR - KOOL - EKAT PAM - ON - EVIG 
PAM.....to complete your DALLAS QUEST’l 


1 have been asked on many occasions to give a hint as 
to what the next Tipster column wlli cover. Much as I’d 
like to do this, it is not possible in practice as this 
particular aspect of the magazine is very topical and 
varies considerably, depending on new game availabil¬ 
ity, readers requests and, of course, your own contnbu 
tlons over the weeks in between issues, so send some¬ 
thing in NOW! 

Thanks again for all your efforts - keep ‘cm coming - 
and do YOUR bit for your fellow Atarians.RE- 

MEMBER- no-one ever wins the main pri*® TWICE - 
The Tipster sees to that!! 

Send It alt In to 

the tipster* new atari user* 

P.O. BOX 54* STAFFORD, ST16 IDR 


.. and a full map from Roald Sund of Norway 


Tr^ffSHor' -twr 



PtOEEA KESWK 
3l>li.UH ATARI 


DAVRO HfMin 

Honpia nflCDH 


Tsom ciiSEc 
fLlED CRHStil 

hicha aecoH 

LUAMG ART 1C 


CMlttE Z.A.P 
StlCHI RUARK 


NMDLt 


KALCC 


anLCD 


KHAHG PEiMTft 


ST J£L^J££ 

TftRET ftELtfl 
HlfltH TRAIt 


J 



ery rewltr sendlog Ip fl NEW hint, 

I, cheat or pmp vdll teceive THE 
PSTER's unique bodg#. whethef 
B contrilHitloii ii 
Jy qvaliflcation Is that the dp 
ist not ho»e been used before in 
is coliunit (ripping pages ont of 

fSTwoTrlt indic^STwhethe^ur hin^r tip 

111 oppear in a future issue - it might, it might not 
ie Tipster had for dinner when he comestotypeupdiB^bbi^ 
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A COMPLETE SEME IN COMPUTEISiSOFIWAIIE 


TOP 10 CASSETTES 


Kick-Off . 7.95 

Atari Aces . 4,95 

Druid. 4.99 

F.15 Strike Eagle . 8.95 

Shoot‘em Ups . 4.95 

Star Wars .. 7.95 

Draconus .. 6.95 

Time and Magik ....11.95 

Spitfire 40. 4.99 

Black Lamp .. 7.95 


TOP 10 DISKS 


Summer Games .. 

12.95 

Carrier Force __ 

16.95 

Mini Office II .. 

16.95 

Oracortus... 

9.95 

Mercenary .... 

12.95 

Battlecruiser.. 

16,95 

Leaderboard ... 

1195 

PItstop II ... 

1195 

Hawkquest .. 

16,95 

Spyhunter ... 

6.99 


TOP 10 ROMS 


River fiaid ... 

8.95 

Galaxian .... 

9.95 

Deferfder 

9.95 

Food Fiqht 

8.95 

H.E.R.O. .... 

s.95 

Pacman.. 

9.95 

Joust .... 

9.95 

Megamania .................. 

8.95 

Miner 2049 .. 

8.95 

Robotron .. 

12,95 


JOYSTICKS 


Chee1ali125+ . 

. 9.95 

Pro 5DD0 Black . 

.14.95 

Atari Trakball .. 

. 7.95 

Cheetah Starprobe 

. 14.95 

Pro‘Glo’Pink . 

. 16,95 

Quickshot 129F . 

.1195 

Qulckshofli+ . 

. 9,95 

Quickshot II Turbo 

. 12,95 

Konix Navigator .... 

14,95 

Ultimate .. 

.18.95 


TOP 20 BUDGET CASSETTES 


Ninja Commando. 2,99 

Sub. Commander . 1.99 

Arkanoid . 2.99 

Speed Run .. 2.99 

island Caper . 2.99 


League Challenge . 1.99 


Ninja . 2.99 

Boulderdash IV.. 2.99 

Ghostbusters . 2.99 

Fantastic Soccer 2.99 


Bombfusion . 

1.99 

Pro Golf .. 

2.99 

World Soccer .. 

2.99 

Hardball .. 

2.99 

Protector.. 

2.99 


Red Max .. 2.99 

Death Race .... 2,99 

MadJax . 2,99 

ZybeiE .. 2.99 

Speed Ace .. 2.99 


GAMES 


Cass. Elish 

KfCH-QTT . 7.95 11 95 

Lwctertward . 11.95 

Summer Garnet . 1£&5 

Smash Hits 1 - 5 i 7 (each) .. 6.99 

Livirt0 Daylights . 2.99 9 95 

Trivial Pursuit . 12.95 14.96 

MercBnary CompeniJium ,9.95 12.95 

Spy VS Spy Arctic Antics .... 4.99 G.99 

Sw vs Spy Trilogy . a,95 9 95 

Fkgnler Pilot .. 10.95 

Artec . 4.99 6 99 

Polar Pierre . 4.99 6.99 

Mr Robot . 4.99 6.99 

Bela Lyrae . 4.99 6.99 

Mils Vol. 1 . 4.99 6.99 

Boulderdash 2 . 2.99 6.99 

Arkflfioid .. 9.95 

Tranniaier ... 9 95 

Solo Flloht .. 8.95 11.95 

Slenl S*tvice .-..,-r..„r..,r. 8.95 11 95 

F-15 Strike Eagle .. 8.95 11.95 

Spyhuidter ... 6 99 

Miraj! Forte .. 2,99 6 95 

Hscltor . 4.99 6.99 

Rescue cn Fractula^ . 6 99 

Ball blazer . 6.99 

Rampage ...... 6 99 

Shool 'em Ups . 4.99 

PlaHorm PsrfeplHpn 4.99 

Splndlz^ . 2.99 6.99 

Inlarnalignal Karale ............ 6.99 

Touchdown Foolball . 6.99 

Spitfire 46 .. 4.99 6.99 

Dracoous . S.95 9-9& 

Druid . 4.99 9.95 

Brian C laugh's Football Fort. 3.95 12.96 

Pooyan .. 4.99 4.99 

American Road race . 6.99 

Strip Pokgr ........................ 6.99 

Edrapean Super Soccer 5 95 12.95 

Hard Hat Mac .. 4.99 

New York City . 4.99 

Crvmbles Crisis . 4.99 

Freaky Factory .. 4.99 

Starquake . 4.99 

Preppie 2 4.99 

Laser Hawl! . 4.99 

ColOES.ua Chess 6 .. 4.99 

Sidewinder . 4.99 

Joe and the Nuclear Cavems .. 4.99 

Nuctear Nick . 4.99 

Knockuiut Boxing . 4.99 

Sunstar .. 2.99 

Cuthberi Goes Walkabout .. 2.99 

Fort Aflacalypse . 2.99 


GAMES 


Cass. Disk 

Mig AII^Ace . 9.95 

Pinball Construction: Kit . 9.95 

Music Construction Kit . 9.95 


ADV ENTURE STRATEGY 


CasSr Dl^ 

Ouestron .. 9.95 

Field OF Fire . 7.95 

Baltyhao . 9.95 

Hollywood Hijinx . 9.95 

Jirvwter . 14.95 

The Pawn . 14.95 

Lancelot . 11.55 11.95 

Tine fl. Magik .11.96 11.95 

Lurtino Horror .. 11.95 

Ingrid's Back .. 11 95 11.95 

Guild oTThieves . 14.95 

Knight Ore . 11.95 11.95 

Cloak afD^ath . 2.99 

The Golden Baton .. 2 99 

Alterrtate Reallly Oily . 14.95 

AltarnatE- Reality Dwngeon .. 141.95 

Gunslinger . B.95 

Elernal Dagger . 14.95 

Saigon 3 Ch*ss . 14.95 

Thsatre Europe . 11.95 

War In Russia . 16.95 

Carrier Force . 16.95 

Battle ol Anlielam .. 16 9'5 

Panzer Grenadier .. 16.95 

Battleeruaier .... 16 95 

Warship . 16.95 

Mach BriMdB .... 16 95 

Colonial Conquest .. 16.95 

Sons itjf Liberty .. 1695 

2218 Baker Street . 9.95 

Jewels oF Darkness .. 11.95 

Vietnam . 9.95 

ConFlict in Vietnam ... 11.14.95 

Crusade in Europe .11.95 14.96 

Dagision in the Desert . 11.95 14.B5 

Colossus Chase 4 . 3,95 12.96 

Kennedy Approach . 3.95 12.95 

Hawkquest . 16,96 

Cutthroats . 9.95 

Zork 1 9,95 

Spellbreaker .. 9.95 

Tha CounI . 4.'99 

Pirate Adventure . 4.99 

Scapeghost . t£,95 12.96 


Scott learns adventures on cassalla at 
£2.99 aaoh ^ phone 


XL XE CARTRIDGES 


Missile Command .. 9.95 

Donkey Kong . 12.95 

Donkey Kong J nr .. 12.95 

Perrgo . 12.95 

Dig Dug .. 12.95 


XL.'XE CARTRIDGES 


Pole Posllron . 12.95 

MiHipesde . 12.95 

Typo Attack . 12.95 

Star Raiders .. 9.95 

Shywrilgr . 9.9S 

Star Raiders II . 14.95 

Lodarunnar .. 14.96 

Coe on Cne Basketball . 14.95 

Battlazone . 14.95 

David's Midnight Magic (PinbalLli .. 14.95 

Archon . 14.95 

Rescue on Frattulas . 14.95 

Ballhlazer .... 14 95 

Blue Max . 14.95 

Dafender . 9.95 

GaFaxian . 9,95 

American Football .. 9.95 

Tennis . 9.95 

Moon Patrol . 12.95 


Rabotran 2034 

Ms Pacman . 

Jousi .. 

Final Legacy ... 
Horo 

River Raid . 


Moga Mania .......... 

Dreadnought Factor 
Pitfall 2 .. 


Designers PsneiF .. 
Rally SEM«dway .... 

Miner 2049Br'.. 

Mr Cool .... 

Eastern Front 1941 
Food Fight .. 


12.95 

12.95 

12.95 
12.95 

0.95 
B.95 
0.95 
0.95 
0.95 
9 95 

3.95 
a 95 

3.95 

8.95 

3.95 


UTILITIES 


RDM Disk 

Mini OfliDE. II .. 18 50 

Atari Writer . 29.95 

Aiari 'Writer Plus . 23.95 

Macro Assembler . 19 95 

Microsoft Basic II .. 13.35 

Silerit Butler - Per^n^l Finance r. 16 96 

Planetarium .. 16.35 


BUDGET CASSETTES 


Rockford .. 2.99 

System 3 Pools .. 2.99 

Green Beret .. 2.99 

BMX Simulator . 2.39 

Phantom . 2.99 

TransmgJor .. 2.39 

Panic .. 2.99 

Qn Cue . 2.39 

Pro Goll . 2.99 

Jocky Wilson's Darts .. 2.99 

Little Devil . 2.99 

Scnearnlno Irtflngs . 2.90 

Domain oi the Undead . 2.99 


BUDGET CASSETTES 


Space Lobsters .. 

Planel Attack .. 

Astrodroid . 

Gauntlet .... 

Exploding Wall . 

Nichtmares ... 

Mlcforythym ........ 

Robot Knighis .... 

Sunvivcirs . 

Wucleus .... 

Up, Up & Away .. 

Cosmic Pirale ...... 

LastVB .. 

Grand Prlx Simulator . 

Footballer oF tha Year .. 

Mr Dig ...... 

130 ......... 

Whlrl^nurd . 

Warriors of Res ... 

Tapper .. 

Pro Mountain Bike Simulalor 

Spellbound ...... 

Zaxxon .... 

Super ZaKKon ..... 

Mad Ja* .. 

War Coplor ... 

Space Wars .... 

Speedrun . 

Astrodroid .... 

Invasion .. 

Daylight Robbery .. 

Spooky Castle . 

Molecule Mari .. 

Forbiddan Foraat . 

Pothole Pete ... 

Feud . 


Crack Up .. 

River Resoiiie . 

Crystal Raider . 

Storm .. 

Gun law ... 

Action Bikar .. 

Desmonds Dungeon 

Laapster . 

Special Delivery . 

Joe Blade .. 

Tanium . 

Powardown .. 

Grldrunner . 

Sub Commander ... 

Dawn Raider .. 

Soccer ... 

Bomb Fusion ... 

Periacope Up .. 

Dizzy Dita .... 

•Milk Race .............. 


Winter Wally 

Kick Start . 

L.A. SWAT 
ftegue .......... 


2.39 

2.39 

2.99 

2.39 

2.39 

2.39 

2.39 

2.99 

2.39 

2.99 

2.99 

2.99 

2.39 

2.39 

2.39 

2.99 

2.39 

2.93 
2.9B 
2.99 

2.99 

2.99 

2.99 
2.99 
2.99 
2.99 
2.99 
2.39 

2.99 

2.39 

1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 

1.39 

1.93 
1.99 
1.93 
1.99 
1 99 
1.99 
1.99 
1.93 
1 93 
1.99 
1.93 
1.99 
1.99 
■1.99 
1.39 
1.39 
1.39 
1.99 
1.99 
1.99 




FULL mNUe OF ATARI 26m CARmiOGES fN STOCK 

219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543) 465577/8/9 



Add SOp to ordkrs lass than £ 5.DO. All prices corrfct at 
time: gf going lo press. Access or Visa anJers welcome. 

Please add Z\ per Hem far ovarseas 
Please make Cheques or Postal Orders payable lo 
■MILES BETTER SOFTWARE- 


ADD LOGO- 
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1 REM Bimtna i f«HimB ii itttnarti»t i nnnii i itn i 

2 REM s TEKTVIEM 

LT 3 REM it bv 

4 HEM It Juan Jas* Rudriguez 

5P S REM n Caracas^ Uettezuela 

5W ft HEM B ----- 

I.T 7 REM » NEH OIHRI UftEH 

cz s REM iiM i UHmiT i rtm ii H ii iiae n 


n 

n 

o 

ft 

B 


February ftft it 


HP 10 ftIN LIHE^COft^^EIMEflUTtfdHJ lOPEN tti, 
S,0,“ft:TEKTVIEH.OftJ" 

KA 20 LXNC^f^O iTRRP lOOtCOftyB 20ft 
HR 30 LINC$ CIJ-"O^ [LXItEt4:«0>-“0“tLIN£9 C2J 
=LIME$ 1 LlMEOUTt-LlME^ Cl, 401 
KP 40 L]:i(E=LlNE4iOlREAP LINC9, CHKftUM E > “Q 
l-XME “JLINE 

ME SO CHK=y^RClft3ft,aftRCL]:HES]< ^RDRCLINEOLIT 
$11 

HE 60 GOSUD 300:? Iti;LlMEOUTi Cl j LEM CLXNE$ 
I /21 ; :GOT(t 30 

$P 100 ? oi: CLOSE Olit > ![rlHMjf 'f^ ^ 
ft 

t4Q 200 FOR a=lft3G TO IftSftrREOD ft lPOKE A, ft 
iMEHT AiRETURIf 

IH 210 OATA 210,104,104^133,204,104,133,2 
03,104,133,zee,104^133,205,160,0,1414i 
27,6,141 

LM 220 DATA 120,6*160,255,140,126,64140,1 
26,6,173,126,0,201^39,200411,173,127,6 
06 230 ftATO 133,212,173,120,6,133,213,96, 
172,12646,200,140,125,6,177,203,32,111 
.6 

IS 240 DATA 10,10,10,104141,123,6,172,125 
,6,200,140,126,6,177,203,32,111,6,24 
2K 250 ftATA 109,123,64172,126,0,200,14041 
26,6,145,205,24,109,127,5,141,127,ft,17 
3 

MV 260 ftATA I 2 O 46 ,lOG,O,141,12«,ft,76,30 ,6 
,96,201,56,144,4,66,233,55,96,66,233,4 
6,96 

VL 300 ftLNE=PEEKC1641W2564PEEKC183> 
eg 310 IF LINCOftLNE THEN 2 ■tITTi <MSTR$C 
LINES 

OZ 320 If CHNSUMOCHK THEN ? ^1133303 XM 
TA AT LINE 3TR5CLINEtiEMft 
ZF 330 RETURN 

PP 1060 ftATA FErF60349ft371ftA9ei0ft44e2A921 

continued * 


A utility to examine sectors 
on disk tojind text or other 
iriformation. Use Textview 
for cheating at adventure 
games! 


TEXTVIEW is a short machine language program that 
lets you view all the text contained on any disk, In 
single or enhanced density. The initial idea of TEX¬ 
TVIEW was to ser\re as an assistance tool in the transla¬ 
tion work to Spanish of the commercial software that I 
own but TEXTVIEW may also be useful to find hidden 
clues or secrets messages in adventure games like Star- 
quake, Hacker. Spellbound, Never Ending Story and 
many others, or Just for quick inspection of your text 
files. 


EASY} 

TEXTVIEW is so easy lo use. Here are Ihe commands: 

START Forward one sector 

SELECT Backward one sector 

OPTION Fast ad\rance in the last 

direction selected 

HELP Set BLUE MODE [filtered mode 

ideal for text files) 

CTRL+HELP Return to YELLOW MODE 


When you are looking at any sector, press the SPACE 
EV^R to activate the automatic system that toggles in a 
periodic fashion throughout four different ATASCII 
modes. Press RETURN to slop it In the desired mode. 
This unique feature enables you to find hidden words 
that are unreadable in the normal mode. 

The current sector (in hexadecimal) and the mode are 
indicated on screen at all Limes. 

TEXTVIEW combined with a good sector editor makes a 
powerful team. Tty It! I send a salute to all Atari 8-bit 
people around the world and may this program be 
useful for all. 


Juan Jose Rodriguez 
Caracas 
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Expand The Capabilities Of 
Your 8 Bit Atari 



TEXTVIEV 


ZF *2 A 8 4 I>3± S 3! AX 7 4 35 

C4a2CAief72038^ 3986 

JU 1818 DATA 3&EA285«37X885342e483585SeC9 
•6r8ttCC9e8FeF088ia3DeEFA581DOE820DC344C 
AAS4A?SlS5fllCE,4924 

CP 1028 DATA DAeiADOAOSC^FFDOOSCEefleiODeB 
034CF434A988e5BiEEBA«3De03EE0887AD8Be3 
C904DaOAAP8Ae3,3428 

ZV 1B30 DATA C911De83285e37AD»B03iaC91BSD 
AA35AD8AB3A84A4A4A4A290Fia691«C91A9«e2 
090B8DAB359«29«3185 

DL 1040 DATA 8Fia6910C91A9OB2C9O60DAC35A5 
0OC903D009205C37EAEAEAEAEA582053E4A27F 
BDeie343«E9ee9D^ 4400 

ZU lose DATA OOlSCAlOFASO^aEPlSAPFCOXCOOC 
Fa03200E3fiADDCe2C91lDee320ZB30C991D04D 
203935A9000D0C,4206 

TO 1800 DATA 02A92A0DC402ADlFD0G.e2ACrA0e44 
ee3407oeoooeBieee8eoeBeo292E33Z5323400 
24293320003832^2119 

0A 1070 DATA 20333388DZAS84e582AEe0880e0e 
080008332523342F3208181e11088008800a00 
8e342G38343029,1008 

88 1080 DATA 2S3700e0^008000e88ee882Z79ee 
2 A7S 8 lOE 002 AOF 7 3 050 0320F 04 7289877S 857A 
80888880000000 ^1905 

XH 1098 DATA 8808080000232132212321338808 
36Z52C253A3S2SZC2ie088008B0e0il00707070 
707048AB3G0B4O^1570 

NS 1100 DATA C535?04200303002300230022e4« 
C8367045503040407070470838780202410835 
A99A80C4022015ji 2923 

51 1110 DATA 378000800BOaA27FA9e8900e388A 
10F8A22BftDO0389DO838CAieF7ADFCB2590080 
F98e8808ftOOOOO,37Z3 

99 1120 DATA OOOOBOtDXFlAZSOOZlOeOOBOODOe 
08000000808BA9088D403SA9210D523820D738 
ADFCe2C90CD801,2278 

9A 1138 DATA 60A9200D4038A9ZZeDS23820D738 
ADFcoze9OCD8018OA9480D4030A9238D82382O 
D735ADF80ZC9eC,4228 

MB 1148 DATA DaO188A9888D403OA924BD823«2e 
D738ADFC82C98eD8018020l53788FFFrFFFFFF 
F FFFF F FF F FFF F F,8843 

HN lieo DATA rFrFFFFF88Z0393B28E035A9008« 
14 A814 8980DOFA88 088 808A2 7F0D0 03009tOF 0 
1FC940F81BC080,4705 

CK 1180 DATA F0175950F013C9ADF08FC9C0F08B 
C 9F0F0079D0830CA10DB88A9009D003OCA10D2 
80A27F0DB034C9,8i8B 

LL 1170 DATA 9BFB22e92l981AC94098i0C94190 
12C 9509OOOC 9019000C9E 0B88830E 9209D 003 5 
CA10D880A9009D^4508 

IP 1188 DATA 8035qAl00FB0A287BD78359De483: 
CA10F780A27rA9009p«0349D8038CAi8F5A*00 
5DDCOZA92A8DC4,4255 

DZ 1190 DATA 02A21BBDS2379D023a9D0234CA10 
F4883334213 234082F3 288332620 2523 340 834 
2F00232F2E3429,2480 

ZV 1200 DATA 2E352S8EE802E1028834*753 





Spun&DOS 
Conitructi^kn Set 




J? 

Frondier Software 
P.O. Box 113 
Harrogate 
North Yorkshire 
HG2 QBE. 
Telephone 
(0423) 557140/ 
530577. 


PrfftJer Conn^f/on 

ICD's Printer Connection rs aCentrpnics parallel 
printer interface for Atari’s 8 bit corfiputers which 
plugs into Ihe computer's serial disk drive port 
and then direcMy into your Cenironics printer. It 
works with most parallel printers and 8 bilsoltware 
without the need for special driver software and 
includes a buitl-in printer cable. £2935. 

US Doubler 

Expanding the 1C55 disk drive's strength is whai 
ICD's US Doubler is all about. A true performer in 
the area of hardware modifications^ this chip set 
quickly iransfornns your Atari mto a powerhouse, 
radiating with innovative teatunes never betore 
possessed by a 1050, Features like true double 
density for greater storage, single and double 
density support, an accelerated I/O rale designed 
to triple your speed when combined with 
SpartaDOS and full compatibility with existing 
Atari software. £29.95. 

SpartaDOS 

This Disk Operating System has been widely 
acclaimed as the best DOS for the 8 bit Atari 
range. SpertaD-OS from ICD supports everything 
from 810 disk drives through RAW disks to hard 
disks. A special menu allows rapid transfer, 
erasure and locking/unlocking ot tiles using only 
Ihe Space Bar, Option, Start and Select keys. 
The utility package supplied also features a 3S 
character keyboard buffer, intelligent switching 
betweerv disk densities, a binary file game menu, 
subdirectories and time/date stamping. IdeaJ (or 
use with the new XF551. £29.95. 


SpartaDOS £ US Doubler Rack-Only £49.98 
SpartaDOS X 

SpartaDOS X gives you all of the power of 
SpartaDOS, but on a cartridge (with built-in 
cartridge port for attaching other cartridges) so 
lhal SpartaDOS isthere when you need it. £49.96. 

SpartaDOS X 8 US Doubter Pack Only £74.98. 

P:fl: Coitnecfion 

Now you're no longer limited to Atari compatible 
printers and rnodems. The P:R: Connactlon 
plugs directly into the serial disk drive port of any 
Atari 8 bil computer and provides the user with a 
standard Centfonic$ printer interface and two 
serial ports, it also draws its power from 
your CO m pute r which means 0 ne less cord fig hti ng 
for a power point while its compact size leaves 
your work space virtually clutter free. 

The PtRi Connectiorr'a serial pods use a tuiiy 
compatible R: handler and resemble those of the 
Atari -050 interface with the same signals and 
fuFKlions. £69.95. 

Frontier Software also distribute all 8 bit OSS 
producis such as Aclion! (£49,95), Basic XE 
(£49.95), Basic XL (£39.95) and MAC/65 (£49,95) 
and Iheir associated toolkits (£19,95) and the 
remaining ICD products - Rambo XL (£29.95) 
and R-Time'S (£49.95).. Please write or phone far 
our calatogue, 

AH' prices include 'YAT. Please add £2.30 lor 
postage and packing on orders of less than 
£1-00,00, Frontier accepts VISA and ACCESS 
(Mastercard). All products available from all good 
dealers or direct from Frontier. 
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John Sweeney 
looks back to 
the origins of 
today’s top 
role-playing 
games and asks 
whether games 
on computer 
can compete 
with the real 
thing 


ONCE UPON A TTJWE. tong, long ago 
there wan a little grotip fcnoLun as tht? 

Cosfto arid Cnii-ode Socfeiy. TTieirfan- 
iosy niti?s piibltshed ond, to this 
writer’s knoLutodge, brought about miJoh 
o/th£ cujTFot interest fjijdntosy i^ixirgoni 
ing. For a timfi the group gnno and pros¬ 
pered, and Daue Arneson decided to 
begir; a mi?dtotiaJ/antasy compatgj^ game 
for his oetive TU-’in Cittos ciub. From the 
map of the land' oj the 'Great Kingdom' 
and enuirons ■ the territory of the C <St C 
society - Dooe located a nice bog tofieroin 
to nest the ureund encinue of Stoctomoor'. 
a spot between the Great Kingdom' and 
the /earsome 'Egg gf Coot'r From the 
CHAJIVMAJL/antosy rules he dreio ideas 
/or a/or more complex arid exciting game, 
and thus began a campaign lohich still 
thrtoes as of this Loritingf fn due course 
the neies reached mi; ears, and the resu/t 
IS whal you have In your hands at this 
moment. While the C &. C Society is no 
longer, its spirit Ifi^s on and we heltoue 
that ail uorgamers urtio are interested in 
the medieval period, not Just/antusy 
bugs, lutd eri|oy playing EUNGEONS and 
DRAGONS. Its possibilities go far beyond 
any previous pfiTerings anyuheret" 

So went Gary Gygax s introduction to 
the original DUNGEONS & DRAGONS on 
November 1st L973. PropheUc words, eh? 


1 doubt that In his wildest fantasies Mr. 
Gygax could have dreamt just haw far his 
Dungeons Sr Dragons would gol 
D^D and Chaliimail (a set of rules by 
Gary Gygax sand Jeff Perren for playing a 
wargame using medLe^'al miniatures) 
were published by an Americaji company 
called TacUcal Studies Rules - you have 
probably only ever heard tliem called 
TSR! 

Unfortunately ^ those firat versions of 
D&D were written for wargame fiends 
who already understood all the concepts 
of tabletop miniature warfare. To the av¬ 
erage person they were completely in- 
comprehenslblet Tliose of you who have 
grown up with D&D may have difficulty 
understanding how difficult it was to get 
into it back: In the Seventies. 

Apart from the D&D manuals having 
been completely rewritten a couple of 
times since then to make It much easier 
to get started, the bias of the game has 
also changed slnc^! those earl>^ days - the 
original D&D was subtitled: "Rules for 
Fantastic Medieval Wargames Cam¬ 
paigns Playable with Paper and Pencil 
and Miniature Figures". Now It Is simply 
a "Fantasy Role Playing Game’'. The first 
D&D booklets don’t mention RPGs at all - 
the name hadn't been invented Uienl The 
19S3 version states "A gfoup game is 
best with 3-6 players. ' In 1973 It said 'At 
least one referee [Dungeon Masteri] and 
from four to fifty players can be handled 
in any single campaign, but the referee U> 
player ratio should be about 1:20 or 
thereabouts." 

So somewhere over those ftrst ten years 
D&D became an RPG. But, w’hat Is an 
RPG? One definition 1 have seen Is “A 
Role-Playing Game is a game system that 
wUl enable you to construct an alter-ego r 
You create a character, perhaps quite 
unlike yourself, to enter a world strange¬ 
ly different from your own," 

Assuming you have a good group of 
friends to play with and a good Dungeon 
Master who has set up an interesting 
Dungeon, your fun at playing face-to-face 
ia further enhanced by the Interaction 
between the characters and the fact that 
you really can try ANYTtflNGl The DM, 
being a human being (presumably) Is 
culpable of understanding ANYTHING you 
want to try. aiid deciding how he Is going 
to handle it. 

So, this is where computer games come 
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* in. Over the years many^ many games 

have come out based In some way on 
D&D. But they all have two major fall¬ 
ings ^ inherent In the fact that they are 
computer programs. Firsts since they are 
all Unite in their programming and their 
resources, you are always Umited to 
being allowed to try only those things 
that the program has been written to 
handle. Second, you can never really 
make your character behave Just as you 
want, you have to play the character in a 
way that has been pre-determined by the 
programmer in order to win. 

Countless computer games come out 
these days labelled aa RPCs, but, until 
we have computers like The Hitchhiker’s 
Guide to the Galaxies’ Deep Thought or 
Asimov’s posltronlc brains, none of them 
will ever give you enough freedom In your 
character development to really be KPGs. 
Tlie only real way to achieve the kind of 
interaction you get when you play face to 
face with real people is, not surprisingly+ 
to use real people! This is exactly what 
happens when you Indulge In one of the 
many Multi-User Dungeons that are 
springing up all over the place. You use a 
modem and telephone line to link Into a 
remote computer which plays the part, of 
the DM and allows you to Interact with 
all the other people who are linked in and 
exploring this fantasy world. I have never 
played one of these - have any of YOU 
played them? How about writing an arti¬ 
cle for us about MUDs? 

So, if we can’t have the full RPG aspect 
of D&D what can we have? What else Is 
there in D&D that we can replicate on 
today’s computers? Some of the Ingre- 
i dlents of a good Dungeon arc deadly 

Monsters to fight, mteresling NPCs to 
Interact with {an NPC Is a Non-Player 
Character - l,e. any other inhabitant, 

' who may help or hinder you, but that 

you don't necessarily have to destroyf), 
Magic and Combat Systems that work. 
Treasures and Artefacts (some of which 
should be useable - possibly magical - 
and relevant to the game in some wayh 
places to explore and map (with mazes 
maybe), puzzles to solve, and sub-quests, 
the completion of which will In some way 
help you towards your final objeettve. 

And normally, as your character pro¬ 
ceeds through the gEime, there is some 
mechanism for measuring his or her 
progress and rewarding him or her suit¬ 



ably with enhanced capabiliues - 
strength, hit points, etc. 

Dungeon Master was so successful be¬ 
cause it achieved all this (apart from 
NPCs) and had superb graphics AND had 
the beat mouse interfaces 1 have ever 
seen for controlling your characters. It 
was not, however, an RPG in the sense 
defined above - you have no say in your 
character’s personality development nor 
in his interaction with other denizens of 
this world - you just kill them! 

The first widely available D&D related 
computer games were the text adven¬ 
tures which grew up alongside D&D In 
the late Seventies" Adventure, Zork, 
Adventureland, ete. By the early Eighties 
the power of the micro had grown sufTi- 
clently to allow crude graphics. D&D 
fanatics quickly took advantage of this 
and by 1982 we had Sir-Tech’s Wizardry, 
Origin’s Ultima, and Epyx's Dunjonquest 
(The Temple of ApshalJ. They all used 
crude line drawings, used the keyboard 
as the main Interface, and pno^dded long, 
difficult games with quite a lot of depth to 
them. They all had multiple sequels, 
which grew in sophistication as the 
machines grew In power and the prog¬ 
rammers and games designers learnt to 


use that power. 

The Ultima series is one of the best. 
Ultima IV covers all the aspects of D&D 
mentioned above, including NPC interac¬ 
tion. You have to converse with countless 
characters using single word prompts to 
glean information. It also goes further 
than any game I have yet seen in provid¬ 
ing an element of RPG. If you want to win 
you have to play a good guy and achieve 
perfection in eight virtues, so ev^erythlng 
you do is affected by these personality 
requirements. Ultima V has finally been 
released on the ST and should be 
another winner, 

I^ecently another player had entered the 
arena. Strategic Simulations Inc., better 
known as SSI, for years a specialist In 
wargames, started producing some excel¬ 
lent D&D series - The Wizard’s Crown, 
for the keyboarders, with so much detail 
that a single fight could last half an hour 
and Phantasle for those who preferred to 
use a mouse, have flashy graphics and 
have the computer to draw the map on 
the screen for them! 

By the late Eighties TSR had decided to 
enter the Computer Bat-Race and were 
looking for a partner with the right com¬ 
puter skills. They chosc SSI and laun¬ 
ched the very first'raR-approved D&D 
computer games in 1988. Pools of 
Radiance has still not reached the ST, so 
initially we had only Heroes of the Lance. 
This was basically an arcade game in a 
D&D setting - you Just hack your way 
round a fairly simple maze against some 
pretty dumb monsters then zap a dra¬ 
gon. Part II - Dragons of Flame - is out 
now and promises to be a lot better! We 
also have HlUsfar - A Forgotten Realms 
Action Advfenture - see the review In this 
Issue. 

As with so much mass media these 
days, you have to look hard to find the 
gems amongst all the dross on the shel¬ 
ves, but. basically D&Ders have never 
had It so good - and the best will surely 
continue to get better! 



-..'■■S' ■ ' 


Alari Uwf- h&u& 43 


31 


















XL/XE TYPE-IN 


BIORHYTHM 

MONITOR 


E ver wondered why it Is that on some days yon seem to 
be on top of the world, able to accomplish the house¬ 
hold chores with ease, complete the Times crossword 
over breakfast and generally be In command of things whilst 
on other days you're constantly making mistakes and can t 
seem to get your brain Into gear? Well, although many factors 
contribute and interact to affect one's well being, it may be 
that biorhythms are fundamental responsible. 

WHAT ARE THEY? 

Biorhythms (literally the rhythms of life) are biological clocks 
which ftincUon as regularly as digital timepieces from the day 
we are bom to the day we die. We all possess Internal clocks 
which regulate our highs and lows on a dally basis, Jet-setters 
are made aware of this since high speed travel into another 
world time zone doesn't allow the clock sufficient time to reset 
so resulting in jet-lag. Shift workers suffer similar effects. 

The program presented here Is concerned with three cycles 
operating on an approximately monthly basis and which affect 
our physical, emotional and intellectual or mental states. Each 
cycle can be considered as a sine wave rising and falling 
continually and It is the portion of this curve on which we find 
ourselves which aff ects the way we feel. If we happen to be on 
the rising part of the curve we experience a feeling of wcU- 
being taut if we are on the declining section we don't feel so 
gcMXl. Between these two regions are the so-called critical 
phases when the wave is changing direction. During these 
Umes [each lasting couple of days) we arc prone to making 
mistakes either through over-confidence at the end of our 
^good' phase to poor concentraUon at the end of our not so 
good' phase. Rash decisions can be made at these times - 
Indeed if all three cuiv^es happen to bottom out simultaneous¬ 
ly, then watch out! 

HOW BIORHYTHMS 
ARE CALCULATED 

The calculations are very simple to make but become tedious 
and error prone if a seiiea are to be made - just the Job for a 
computer which, so far as I know^ does not experience the 
electronic equivalents of the effects we are looking at. All you 
do Is work out the number of days you have been alive, making 
leap year corrections as necessary, then divide that number by 
23 for physical, 28 for emotional or 33 fur the Intellectual 
cycles. Ignore the resulting whole number, which only informs 
us of the number of complete cycles which have elapsed since 
birth. If the decimal portion of the result lies between 0. L and 
0.4 we are into the good' phase of the corresponding cycle; if 
between 0.6 and 0.9 we are into the period when things don't 
go so well. The two intervening areas are the critical ones, 
between 0.4 and 0.6 indicating a high and between 0,9 
through £ero to 0.1 marking a low’. Both periods require 
additional care to be taken when making decisions. 


USING THE PROGRAM 

A Short pause will follow the RUN command. When the display 
appears, simply Input your birthdate and the present date via 
the keyboard. Erroneous entries will be trapped automatically 
but If you want to correct a mistake. Just press the backspace 
key (no shift required) to erase an entry, press it twice to erase 
both dates. There is no need to use the 'Return' key since the 
entry logic will recognise completed fields and blank an entry if 
Impossible date/month combinations are Input. The program 
now calculates the three cycles and displays them in different 
colours over a three month period around the current date. To 
make a further entry, clear the graphs with the START key, 
Provldliig you enter dates at least one year apartd) the program 
will correcUy calculate and display both past and forecasted 
information. 

HOW IT WORKS 

For those of you who like following listings the REM state¬ 
ments should prove adequate. In following the calculation, 
note that variable L which holds the total of days between birth 
and present Is adjusted to the start of the previous month in 
order to ease the graphing process for the three month period. 
Mode 7.5 Is used here interleaved wltli text, whilst simple PMG 
and DLl techniques enhance the presentation. The use of 
variatales as frequently used constants is not primarily a mem¬ 
ory-saver here but to reduce loading time which becomes of 
value to cassette users. 

SOME PARTING THOUGHTS 

On a final point. It should be stressed that the different cycles 
we've been analysing interact to a degree. For example, one's 
emotional state must affect the other two and this should be 
taken into account when trying to correlate the information. 
Fascinating as biorhythms may be, articles on them are hard 
to come by and perhaps some of you may be able to throw 
additlonai light on the subject. I have heard that they are used 
by airline pilots to determine flying schedules and by athletes 
to optimise performance during training • very diverse pursuits 
indeed! Is this true? What triggers these clocks In the ffnst 
inslance and why do cycle lengtlis correspond to a precise 
number of days? Is there a solar or lunar influence which 
locks the frequencies into this light 23-28-33 sequence? 


by Dave Hitchens 
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Ch 0 REH HKWm t wwMm i Hi i im- i i-w-i i WMXM i t ww wm i ifMm t 


ftL 1 REH * aiORHYTHM nO0XTOR n 
La 2 REM H bv M 
¥W X REH » Dauc^ Hitchens » 
TB 4 REH * if 


EH 9 REK WmmmTWH MMH HWl lWtlii mfKMKKM ifMM l i MXX 
JH fi BEH « NEH ATBBX U5EB - ftPBtL 98 « 
£0 7 REK * Wi Hf l WXMKW RWW XXm «i<M i ( XXXXXH WW MWM 
NN 8 REH 
IE IS GOTO leee 

VB 30 POKE 89,INT E^C/'25G3 ] POKE 6S,^C-25fi» 
PEEK(091inETUBH 
KH 34 REH ■aMifgfaiil.liCT 
SR 3S TMP=0 

EU 40 N-IiPOKE 1017 > If nP=:03 t POKE 1610, 
94H(THP>0} 

MC SO GET til, A 

PE 55 IF 4 = 120 AMO |«>E THEN GOSUB 40O4TMP 
iPOSITION THP'FRlO^Ut BSlGOTO 40 
PB «« IF 4 = 120 THEM THP = 0: tt=2:: GOTO 55 
HC fiS IF A<4S DR A>S7 THEN SO 
50 7B POSITION THP+NlO^EllF HOT THP THEN 
Sf(H,H}=CHn$CA}s7 S$ 

PO 76 IF THP THEM E$CH,Ml=CHR$(A3 9? ES 
ES 80 N=M+IzTF M=B OB N=B+0 THEM H-M+I 
LI es IF N<11 THEN 60 

ZS so IF NOT TNP THEN S(II=0ALCSS Cl,£3Jl 
S CIl =UAL CSf CH, tt+I) ] 1 S (B) =VAL CSt C7, N103 
11H* = 5810=(6 CBJ 7H = INT(S tfll/HI1 
CO SB IF THP THEN E(I>=OALCEfCl,11}lECZl= 
UALCEftH^H+I)|iEtB»=OALCES(7,NlB3 3 EHf= 
E«I0£:|E CBI 7H=XNT(E CBlVHll 
OR LOB TRAP IBBtIF SCZl >HCS CZ3|+0 OB SCI} 
>12 OR StEl<Z THEM A=128tGOTO BB 
TO 102 FOR N=I TO NIB IKfCH,N3=CHRSCASC(Kf 
Ctt,H}l+ilB}IHEHT Hi POSITION TMP+N10,IE 
t H* 

Rl*i 106 IP THP-0 THEN TMPrZHNlB 9 GOTO 4B 
MM 118 TRAP lOOlIF E(I}>MeEIZll+Q OR ECZl 
>12 OR ECZICZ OR ECBICSCB} THEN A=iZ6E 
GOTO 66 

ZS IZO TRAP 40000;POKE 1610,0 

PM ±10 1=010=0!IF ECBl/tt-INTfECei/H} THEN 
0=1 

HH 136 FOR N=HCS(Z}3 TO StiltI STEP -l9L= 
L + ZiNEHT NMF SCZ}=Z THEN L=LtCSCB}/H= 
INTCSCB17H3} 

FH 141 IF SCZJ=12 THEN 145 

HP 142 FOR H=5ei}+I TO 12 ; L=L+MCM!I IF M=Z 
THEN L = L-»CSC63/^H=IHTCSCB}7H}3 
IG 143 NEMT H 

OA 146 IF SCBl+lOECBl THEN FOR N = SeB}4I 
TO EeB3-l;L=L4365+CN/H=INTtN/H3}!NEMT 

N 

GH 147 FOR N=I TO E(13fL=LtI^RENT M 
RC 140 IF EfZJ=I THEN 152 

UG 150 FOR H=I TO ECZ3“I:L=L+MCN3IIF H=Z 
THEN L=L4R 
IC ISl NEKT M 

TV 152 THP=E(Z};Tl=H<TMP-I>+fTHP-l=Z AHA 
0};T2=KCTNP3+fTHP=Z ANA 039Tl-HCTHT+Il 
4ETNP+I=Z ANA 03 
OH ISS L=L-Tl-Eei} 

VO 1S8 PM=Li^23-IMT CL/Z33 ;Ett=L/'Ze-lHT CL/28 
1:lN=L/33-IHTtL/331 
NU ISS REH 

KS 160 THP=ECZ]iflO^lBll 

TS 166 SC=SCliG0SU8 N30;RESTORE 1020lPOKE 

18Z« thp-i:reai> h$;positidn nib-i-clem 

CM6j/Z1,I]7 HS 

EB 170 SC=SCZ tGOSiJB HSB ; REAP H$ 

CP 176 POSITION Z4,097 AS(I,Til;D^HWTltNfl 
iPOKE RB,A:POKE ttO+X, PEBB=Rlt + Z 
YC IBB POSITION NIO-X-CLEMCK$3/Z) , I i ? H6 
rC 166 SC=SC3tG0SUB H30lREAA H« 


BIORHYTHM 


MONITOR 


EC ISO POSITION 24,0;? 8$Cl,T2};P=H»T2+46 
ePOKE AB,P!PQKE RB+I,P:«B=nB+Z 
VT 195 POSITIOH HTB-l-CLEHCHTl/Z1,I!? H$ 
ZH ZBB SC=SC49GaSUB H3B:POSITION H^O:? 8$ 
Cl, T3} ; 8 = 0X13148;POKE Re,A;POKE R:0«I,8 
VA 210 POKE 63250,55+H»ECIl 

ES ZZe POKE 87,Ht0 

FY 225 SC=SCl;ODSUB KIOJTS=T1lGOSUD 250!S 
C=SC2;G0SU8 N3A:TS=TZ;G0SUB ZSB:SC=SC3 
;G0SUB H36;T6=T3;G0SUB 260 
ZB 230 POKE B7,Q 

UT 240 IF P£EKC53Z793=B+B THEM RUN 
OG 245 GOTO Z40 

KK 260 Te=23:T4=PM9D=I:G0SUB 2709PH=T490= 
Z;T4=EM9 T6=ze!GOSUB 270:£H=T4IA=B e t4=I 
HE16=33EGOSUB 270;IH=T4 
ZK 260 RETURN 
FO 270 COLOR 8 E K-.151 ¥ = 33 
CH 276 FOR N=1 TO TS 
SM 280 IF T4>I THEN T4=T4-1 
UU 266 Fl=T4iIF F1>0,& THEN F1=I-F1 
ES 298 PLOT K,Y-60MF1!DRAHTO HtBiY-AOXFl 
UI 296 K=KtHtT4=T4+I/T6lNEKT H 
AL 257 RETURN 

LB 3B0 A-12B;50r0 65 
HO 400 5* = 8iI RETURN 
nn 410 SB=StERETURN 
Up 420 E$=D*1RETURN 
GH 555 REH MtlNillM 

BN 1000 O=0!l=llZ=I+ItB=Z+l;H=B+l;N10=lBt 
N38=30;AIM KfCHlBl ,P*CN3B+I3,5$CKIBJ,E 
tCHlBl,BfCHlR},H*(H1B3,Ktl31,5(6} ,ECB} 
AU 1010 P*=^'1234B6705B1234B67B5B1Z34667B5 
81**lS* = '* miJBblligllltafr *TEi = SBtBB=SBlOPEH » 

ZF 1820 DATA BlttRlfM!WJ ■ RWlitl.ilHTWIM^ ■ m 

OG 1025 RESTORE 10301 FOR H=0 TO lIiRBAA 8 
IHCHI^OINEKT N 

VL 103B DATA 31,Sl,2B,31,30,31,30«31,31,3 
e,31«3e,3i,31 

CB 104B GRAPHICS 24tP0KE 685,0iPOKE 02,01 
POKE 762,19DL=PCEKC560}42SBHPEEKCBB13 i 
SC=PEEK(60}+Z56HPEEKCe53 
ce 18&8 FOR N-5 TO 112;POKE 8L4N,14iHEMT 

H 

MH 1068 FDR H=I TO 27;REAP 8T,P:P0NE AL+8 
T,AINERT H 

PH 1070 PATA 0,18,1,0,8,7,7,240,8,6,40,14 
2,41,130,42,112,43,6,76,142,70,13B,77, 
112,78,6,112,142,113,130,114,56,116,6 
HE 1076 DATA 11G|144,117,6,122,66,104,76, 
105,0,3,70,110,64,115,120,120,130,121, 
13 

SB 1080 POKE Dt-+123, PEEKC6601 iPOKE DL4124 
,PEEKC5B1}iPOKE PL+106,PEEKClDBl-16 
OC 1050 GOSUB ZBS01POKE 53277,6;POKE 623, 
I:A=U5RIAPRC"D/B EK vE^4'*]} 

TV 1100 POKE 512,0 SPOKE &i3,B+BlPaKE 559, 
4fi:P0KE 54286,152 
EM 1118 POKE fl7,0:P0SITI0N I,X;? 


hm, monitor 


ET 1120 SC1=SC;SC2=SC1+1340sSC3=5C241340! 

584=503+1360iSC=SC4!GOSUB h38 
0Z 1158 POSITION 0,l;? HJlJlJ.I.gg t 
**je6i 

OK 1160 ? “PHYSICAL EHOTIOHAL IN 

TELLE CTUAL'|'|i1>1>rt^ ;S££S3S 

IIIIIIIIIIIP 

SA 1200 GOTO 36 
JH 1995 REH UTM 
SL 2000 PIN PHCGCEoa i 

conttmted nf 
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Ew7 hS hWWWSWSWWN" 

HJ SitteS f^tHG^P^EEtC Cl^»ihl-4fl ; POKE S4279,PHG!P 
Kfi-2S64PHG 

MH 201« FC^R M = 7a4 TO 711:REAP DfPOKE H,P; 

NEKT mOATA ZZd j 229 j.9,0 j 56,ZOfl j 234 16 
HF 2020 FOR N=5324e TO 51259EREAP P:PDKE 
HjDsMEMT HiPATA 49,172,0»192,0,QrO,O.3 

.3.0,3 

3V 2010 IF PECKC1936)=72 THEM RETURN 
PK 2035 FOR D=20 TO 26 STEP 29 
AU 2037 FOR R=0 TO BEPOKE PMG4919+N+P.255 
:HEKT H 

PU 2040 FOR M=I TO 25:P0KE PHC+SIZ+O+N^9+ 
ASCCPHCfCM,HTl:NEMT H 
OP ZeSfl FOR N=26 TO SO^POKE P«G+6l5+»TM,9 
+ASC(PNG5CH,H13 :ltEKT M 
OF 2060 HEKT P 

KO 2070 »B=746+PnGIPOKE RO,BTN:POKE RS+I, 

9 + H:POKE RHT5, : POKE RB + 0 ,S + H 
PO 2O90 FOR M=S1S TO S42 STEP 27:PDK£ PH€ 
TN,BlPOKE pnGFN+I,0$NEHT H 
£R 2099 REM MOW 

GU 2100 RESTORE 21101FOR H^O TO 54:REAR P 
SPOKE ISXB + lt^D E NEXT N 
PN 2110 RATA 72,130.72,174,64,6,189*95,6, 
141,10,212,141,24,200,109,75,6,141,1,2 
08,239,64,6,104,170,104,64 
HR 2129 RATA 0,0,0,0,169,0,141,94,6,250,2 
03,195,205,201,11,200,4,169,4,155,203, 
141,194,2,79,90,220 

IV 2140 FOR N=0 TO 19SREAR P:POKE 16004N, 
P:HEKT H 

SA 2146 RATA 0,116,229,110,220,118,220,90 
,90,0,110,172,172,172,172,172,172,0,0, 

O 

AE 2200 RETURN « 
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ATARI 8 BIT SPARES AND REPAIRS 

SPARES FOR MOST ATARI 8 BITS 

Including reconditioned 1050 drives 
1010 buttons - 130XE keyboards 
power packs - I/O cables 
upgrade kits - disk software 
and lots more 

Contact Derek Fern for details 

021 353 5730 


XL/ 

XE 


REPLACEMENT » 


and 


EXTENSION CABLES 


BROKEN JOYSTICK? 

Nin? mit cl ten 'broken' io^tick-j require 
only a replace-menl cable sinos the wines 
often break at itte plup end. With Atari 
type ioysticks, simply slip the spede lugs 
of ihis replacement table onto the PCP. 
SihQaid til other joysticks allbough the 
luqis may need replacing 
REPUCEMEHT JOYSTICK CABLE £2.^0 


ST JOYSTICK/MDUSE 
EXTENDER 

No more fiddling about underneath your 
10dO or KO- This short extender altows 
boui p^ystick and mouse tu be connected 
a short way from the sockets.. Saves wear 
on the plugs and sockets and makes 
swapping of joystick and mouse easy 

£5.95 


OTHER CABLES FOR ST 

HMD DISK R£PUt(B«ITCAeLf £15.95 

HARD DISK aiEUSION WBLE |1 MflflEJ Cl^.95 

2 METRE FLOPPY CtSK DRtVE ClftBlE Eli&5 

2 METRE FLOPPY DtSKbkft/EElOEflStffl CABLE E14.95 
1MOST,'52iGTFM TD MDNITDft W(W SCART El 1.9& 

SOCKET 

520STr0 PHILIPS B533 MONITOR E119& 

MDNftCOLftjRSWnCHUNIT £19.9& 

(Alidvra riKoa and cokiiir Jnaim 1b r«nar 
cDBiTiinEd and sijiihed;i 

PAIR OF COILED IMMLEAOS £7.® 


CABLES FOR XL/XE 


METRE REPIACEMENT 


SERWi WEi 

£8.95 

MTOMOtfiMDHDDR 

£2.95 

XL'XETOSCART 

£5.95 

XbKI TO COMPOSITE VIDEO 

im 


MOVE YOUR PRINTER 

You don’t need to keep your printer so 
close to the computer. An extension cable 
will fit between your existing cable and 
ytur printer to enable you to place the 
printer almost anywhere you vrant. Don't 
he restricted! Fits any Centronics setup. 

2 metrus £7,95 

3 metres £11.95 


All cables are top quality 
for faultless data transler 

ST to S5D NULL MODEM CABLE 

If vnu already have an 8&0 interlace or 
P;R; Connection you can now hook your 
XUXE up tO! your ST and Iraniter flies 
with any com ms prog ram. This cab le 
Simply plugs between Ihe interlace and 
ST modem port- Use tCermit (available an 
both machines) or similar to transler files 

£8.95 


pQ¥t 3Drl padEing 1n» in UK. SeiHl Pheque v P-U- nr qiioli Aae«/VLia nen b«r in 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 10R 

Telephone orders by Access or Visa aocepled. Tal. 0785 Z1392S 
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DOUBLE DISK BONUS 


ASTROWARP 


A 2 PLAYER SPACE FIGHT 
in 100% machine code 
by Peter Caddock 


ASTROWARP Is a two player game and two Joysticks are 
required. Boot up side 2 of this issue's disk and away you go! 
Once at the title screen press either of the Joystick buttons or 
press START to "activate' the warp drive which will sand you 
and your opponent to your battle ground. The two ships (an 
‘Eagle' class fighter and a 'Saucer') are pilotless and are con- 
trolied hy remote vis the players using joysticks. The game is a 
‘tug-of-war' in space but in this case you push your opponent 
backwards towards his back markers instead of pulling him 
towards yours. This is achieved by hitting your opponent with a 
blast from your magna-laser. Each hit against your opponent 
scores 1 for you and pushes him backwards, the background 
scrolls away from him. The obiect is for you to hit your oppo¬ 
nent as many times as possible without being hit yourself, 
(almost impossible!). Eventually successive hits will make your 
opponent pass the boundary markers and he cannot be pushed 
any further^ at this point one of two things may happen. The 
game may end or he/ahe may fight back in time and push you 
Backwards towards your boundary markers. A cup will occa¬ 
sionally appear showing who has the advantage and at the end 
of the game it will show who had the last advantage. The score 
will show the winner. At the end of the game both remote crafts 
wrii fall and explode on the planet surface. 

Of course the game is not quite so simple as It at first appears. 
Set in a strange solar system^ the game is played above a 
planet surface in one of five sectors: ALPHA, BETA, CORON, 
DEROi, ZETA. Fuel is magnetically charged and loses its 
charge at different rates depen<ding upon which sector you are 
in. ALPHA discharges your fuel vary quickly and as a result the 
time you have to beat your opponent Is shortened. BETA 
discharges fuel at a slow rate, game time is lengthened and so 
different tactics have to be applied. The fuel level is shown at 
the top of the screen and is Identical for each craft so only one 
display Is necessary. As a back-up, a SYSTEM guide Is display¬ 
ed at the bottom left of the screen showing three levels of 
urgency. 'GREEN' is fuel at optimum charge^ YELLOW' means 
fuei is discharging, and ‘RED' indicates that fuel is almost 
completely discharged. 

As both players have an unlimited stock of remote crafts at 
their disposal no display is required. Magna-iasers on the other 
hand can oniy be recharged, to a maximum of 5 biasts. when 
both craft reach zero. Therefore an element of strategy comes 



into force, if you deplete your magna-laser charge to zero but 
your opponent stfll has some charge left he is likely to take 
advantage of the situation and 'unleash' his remaining lasers at 
his leisure^ putting undue stress on you! Each players' laser 
charge is displayed at the bottom of the screen. When both 
reach zero they are automatically recharged to 5. 

Additionally gravity affects play by pulling both players to¬ 
wards the planet surface. Below a certain specific height the 
players will lose control as gravity becomes too strong for their 
engines to cope. This will result in crashing and exploding on 
the surface below and scoring 1 tor the opponent. 

As the game progresses It will become apparent that the 
players are not alone in space. Indeed they constariitly have to 
avoid collision with rotating space rubble, meteors^ satellites, 
and an offensive storm cloud which is attracted by the magnetic 
fuel on board each craft. The cloud unleashes lightning towards 
an unsuspecting player as it orbits above him. These annoyan¬ 
ces may appear at any lime and often cause trouble when you 
are least expecting it. 

It has to be said that there is a deliberate weighting In the game 
and players who tend to be better at games are asked to plbt 
the saucer cratL The weighting Is slight but it exists. 

Other items of interest include a pause OWOFF facility via the 
space bar but orbiting objects do not stop for anything so 
beware! Flying your craft directly in front of any of the back¬ 
ground planets is likely to be bad tor your health - correction IS 
bad for your health! (well I did say it was a strange solar 
system!). The final scores are displayed during the titles and 
the highest score of the day Is ^Iso displayed. 

The game was originally devised by my cousin Gary P. Tinsley 
who had a couple of BASIC games listed in the old ATARI 
USER. It was originally written in BASIC and still exists in that 
form. This machine code version takes the original ideas a lot 
further. For best results turn the lights out, the colour and the 
contrast up, and the brightness down so that black is black and 
watch for the subtle Iwo level parallax scrolling! 

I hope you enjoy it! 


SOUTH SEAS TRADER 1906 


by Mike Blenkiron 



ORDER THE ISSUE 43 DISK WITH 
THE ORDER FORM ON PAGE 49 


South Seas Trader is a trading simulation set in the South China Seas at the turn of the 
cerUuiVr You begin the game owing 5QOO big ones and have 12 years (one month at atimB} 
to repay this, and end up In the black. You trade at various ports In live commodllles, each 
subject to inflation or indeed detiatlon. AddllJonally, at each port there is ons other option 
ranging from borrowing money to taking on board refugees! 

The game can end in one of many ways which irvciude killing yourself at Russian Roulette 
and imprisonment for Opium dealing. Each ending has its appropriate music - either 
'Happy days are here again' or the obligatory 'Death march'. 

THE DISPLAY 

The screen display consists of a multicoloured GR-Q screen divided Into three parts - two 
for display purposes and one for input'messages. As all Input Is via the Keyboard, the 
BREAK key is disabled though RESET Should Stop the program in its tracks. The data for 
the DLl's used to produce to two extra colours, can be found at line €040, with the new 
Display List data at SOSO. While I'm on the subject, the ‘flicker' caused by keyboard 
input is eliminated on XL'XE models by the POKE 731,^55 at line 4070 which turns off the 
keyboard speaker. 4QO/800 owners will Jusi have to persevere I'm afraid. 

My thanks to Muliey for his constant support and encouragement, ar>d also thanks to 
Bonehead for the Cheese and Pickle sandwiches. 
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SUBROUTINES 


ADDRESS 

BOOK 

REVISITED 


SEARCH SUBROUTINE 

One or two of you have IndicaLed In your letterEs that It would 
be handy to be able to search for a particular record. One way 
of doing this fairly quickly on a sttieiII database would be to 
sort the database on the field you wish to search by, and tlien 
go to VIOT record 1 and step througli with the + key to tlnd 
the one you want, because of the suiillarities between sorting 
and searching I have chosen to combine them under one 
heading tn the main menu. This would be particularly approp¬ 
riate If March routines were always preceded by a sort, I had 
originally intended to do this, but decided to go for the sim¬ 
plest possible search which should be adequate lor this appli¬ 
cation where the total number of records will not normally be 
very high. 


INTRODUCTION, CORRECTION 
AND APOLOGY! 

It seems from tfie amount of correspondence I have received 
that you prefer the meatier programs to the short tutorial 
subroutines arid so ! have written an addition to the cEissette 
database that will allow you to search for a particular item. 

But before we get onto that I must make a big apolog^'' to those 
of you who have had some difliculty with the program so far. 

At first when I had one or two letters from readers who could 
not make the database wwk I tliought it was all ‘linger trou¬ 
ble’, but I got se\'eral more letters which all seemed to have 
problems In the same area. I went back to my archives and 
rebuilt the total program from the separate parts and it all 
worked OK, stj I w'ent to Qie versions that came back from New^ 
Atari User with my disk subscription and built It up again from 
that. This time it did not work, and a close comparison of the 
two v'ersions rev^ealed tlie problem. In the first f>a.rt ol the series 
I set up a framework for the program, and then in later parts 
found that one or two Unes had to be deleted so T put In 
program litres like this^ 

1 £001 REM DELETE THIS Um, 

These should have oveTw^ritten the unwanted program lines, 
thus effectively deleting them. What happened next is pure 
surmise, but I think that our ver>^ thorough and hardworking 
Eklitor did a veiy^ comprehensive Job of proof reading my 
submission. ’When he got part way through my listing he saw a 
few^ lines which said "REM DELEnT:: THIS LINE" and thought to 
himself; Poor old Ian, rushing to get his work in on time 
again, lie’s forgotten to get rid of those lines he marked for 
delcUon, ■ So he helped out by removing them before they were 
published! (Good fry. fun, hul ffte GoWen Rufe ts never to play 
around with listings. EdJ Tims there are some live unwan^ 
ted lines which could be lurking in your version of the program 
causing problems. All you have to do is ensure tliat lines &0C 1, 
7001, SOOl, 12001 and 12002 are removed from your typed In 
versions of the program and It will work! 


PROGRAM ANALYSIS 

Line 1020 - mis amends the old menu item to include the 
SEARCH function 

Lines 3003 to 3018 - change me old sort submenu to include 
selections for searching. 1 have chosen to s^areh the same 
three fields as were used for the SORT function. 

Lines 3025 to 3028 - these extend the branches that result 
from me keyqjress. Depending on which key is pressed the 
variable OFF is set and Qte string SEARCH$. The former Is the 
same offset value as was previously used in the SORT sub- 
ruuUiie. that is the number of ehEiracters from the start of the 
record to Qie start of the held to be searched, SEARCH$ 
contains the name of the field being searched. 

Lines 320Ct3205 - Prompt for an input of a string to be 
searched for tFIND$l, It is not necessary to input the whole 
Item, and this can help by making searches more general. For 
Instance Inputting "JO" would find JOHNS, JONES or JOHN 
SON if they were In the data [but not Johns as the search is 
ease sensitive). The input is left very general, with no error 
trapping, as a nonsensical entry does no harm. It just falls to 
llnd a match In the data. The variable R (record numberl is 

initialised to zero. , 

Line 3210 finds the position In DAT$ (me databasel of tfie ^ 

start, of the field wtUch Is being compared to FIND$. i 

Line 321S Is wtiere the comparison is made. If tliere is no 

match we Jump to 3240, Otherwise the program continues to ' 

3220. 

Llne» 3220 to 3235 - First print the record number where the 
match wras found on screen, then prompt for a Yes or No to 
search Qie database further. 

Line 3235 - If no further search Is required the program 
RE'I’HRNS to the main menu, otherwise It continues. 

Linfifi 3240 ■ 3250 Increment Rby one to take the search into 
the next record, then checks, and if the end of the data has 
been reached prompts for a keypress and returns to the main 
menu. If mere are still more records to go line 3250 loops back 
to 3210 and the search continues. 

Line 12001 Is an extra line in the setup part of Qie program 
which is used to initialise me two new variables SEARCH^? and 
FINDS. 
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ei 1 HEht KMMMMM I tMHTTW W MMIf l i l lMMMMKK il lHWmT I Ht * 
I4P Z REM * TUTttAlAL SUBROUTINES W 

AU 3 OEM * AbDRESS BOOK - ADDITION * 
EF S HEM « SEARCH » 

EN 6 REM M UMKMKHlfKKMiHItlfWWMMM l iHMMMi i mt M WKH 
UA 7 REM' NEH ATARI USER - MARCH ^9 * 
ER 0 REM M WW WK - miHlIMWMMWmtMMMM t f l tMl i t l NWM itWW 
HO 3 REM 

IW leZR Z “ 0- SOBT on search database 


GU 

3003 

't 

M ^ id. 



1 MENU 




ZN 

3015 

7 

•*4r4r 

4. 


ME" 




IM 

3016 

* 

♦ 

5. 


ODE" 




OF 

304,7 

9 

"4 + 

6 , 

HI 

3 BIS 


"4 4 



SORT AND SEftRCTlI 


SEARCH FDR SURNA 
SEARCH FOR ROSTC 
SEARCH FOR DATE" 


ICHOOSE ft HUhBERl 


»*" ■ 

US 3eZB GOSUB KEVPRESStIF KEy^4? THEN OFF 


-ISfCOTO 1040 

IG 30ZS IF KEV = 5Z THEN OFF = I9; SEARCH$w"Stl 
RNAME"!COTO IZRO 

FC IF KEY=5l THEN OFF-BZ:SEAttCHS="PO 

STCORE"!GOrD 3200 

LT 30Z7 IF ICEV = 94 THEM OFF= 1D5 ! SEARCH^ = 
ATE";GOTa 120e 

PV 30ZO GOTO 3020 

CM 3200 ? "R4TTVPE EN T«E "'iSEARCHS;" TO 
SEARCH FOR"; 

YG SZeS INPUT FIHD$:F = LEHIFIHRSJi-l ! R=« 

EC 3710 START=OFFFliSNR+i 

AK 3Z1S IF FXHDSOROTS CSTART^ STOflT + Fl THE 
K 3240 

DR 3ZZe ? 17 FINDS:" FOUND EM RECORD ";R+ 
I!? “CONTINUE SEARCHT**; 

MR 3210 GOSUe KEYPRESS 

UD 3235 IF KEVO09 AND NEVOiZl THEN R=R + 
1{RETURN 

PR 3240 n=R+l 

EJ 374? IF ft-LEHC0AT?T/1£5 THEN ? :7 "END 
or DATA - PRESS A KEY TO CONriNUE“:GO 
SUB KEYPRESS!RETURN 

PQ 3250 GOTO 3210 

KV IZBOl DIM SEARCH?(SIjFlHDSClS3 


FURTHER DEVELOPMENT 


The search I have listed here as i said, veiy simple., but it 
should be adequate fora small data set. There are quite a few 
different ways of doing a search which you can find in some of 
the more erudite books on programming^ and Nome use clever 
algorithms which are difficult to follow. One way af speeding 
things up if you are doing a search in a large data pool is to sort 
the data into order first. Once the sort is carried out it is no 
longer necessary to search through every item of data. You can 
jump straight to the middle record of the database for the first 
search comparison. If it equals the search criteria the search Ls 
complete straight away. If it is less thart the required value then 
the first half of the list can be discarded and the search continues 
with Q jump to the middle of the remaining data (that is the mid 
point of the second half of the data). Similarly if the middle data 
set is greater than the required set the second half of the data 
cannot contain a match and the search continues in the first 
half 

You Cun See that in this method the amount of data left to be 
searched is halved after eoch iteroition, so the search homes In on 
the required record very quickly. This method is effective where 
the data set is large and an efficient sort routine is ovailable, or 
if the records are always kept in a sorted order. 

The power of this type of sort is shown by the fact that 2,400 
records can be comprehensively searched with O'nly 12 compari¬ 
sons, 10,000 records with 14 comparisons] The search can there¬ 
fore be very fast, but the time taken to sort the database before 
searching is an overhead that must not be forgotten. 

As always, 1 am prepared to help if you get into difficulties and 
if there is something you would like to see in ftiture articles 
please write. Send a SAE if you want a reply - send a cassette or 
disk if the problem is complex, I will return It. Please be patient if 
you don't hear from me immediotely (my work keeps me away 
from home more than it used to) but I will get round to you 
eventuahy. 


Write to: Ian Finlayson 
60 RaundBtbne Crescent 
East Preston 
West Sussex 
BN16 LD9 





HALF PRICE 
OFFER! 


HINTS, MAPS & SOLUTIONS 

to COMPUTER ADVENTURE GAMES 

Computers book with solutions to some of the best of the more recent adventures 
including Guild of Thieves, Jinxter, Kings Quest, Knight Ore, Plundered Hearts etc. 
Recommended price £16.95 

SPECIAL READERS OFFER PRICE just £8.50! whipstocks 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 tPR. Tel. 0785 213928. Access and Visa accepted 
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XL/XE PROJECT 



PROTEQ m 

BUILD A SWITCH FOR YOUR 1050 DISK DRIVE 




i 


B efore you read any furtlier. please bear in mind thal any 
modification oraKeraUon to ymir Atari Miuipment, 
other than that completed by authorised service agents, 
renders any guarantee mill and void- But If your equipment is 
more than 12 months old or you want to modify and nsh it , 
then read OBi 

This modlfteaaon to your 1050 disk drive will allow you to 
write to both sides of a disk. T^athoLit having to remove he 
write protect labs - just ihlnk, no more sticky glue marks on 
your disks, and you can forget about notcher^t hole punchers 
and ra^or blades. It makes writing to the disk easy as pic, bu 
bevitare - as vAth. all good things there is always a snag.. It Is so 
easy to use you can forget to check the LED colour and 

overwrite vour master diskn Disaster! 1!. 

For those dedicated Atarlan’s who are still with us and who 
haven't chickened out, I can say thal I have used this protect 
switch set op for the last two years without losing a single disk 
of data. 


TOOLS YOU WILL REQUIRE 

Small 15 watt soldering iron and solder 

Pointed nose pliers 

Small crosshead screw driver 

andr most importantly, a clear work bench . .. 


CONSTRUCTION 

A parts list is shown at the end of this article, descriptions are 
Jjiven together with the code number of each Item, which can 
be found in Uie current 1990 Maplin electronic component 

'me first task is to construct the switch and LEC5 wiring 
harness and then to lit It into the drive. Take the length of 0 
way ribbon cable and separate 3 wires from it. cut from this a 
three inch length, trim the 3 lAires for about half an inch at 



ach end of the 3 inch piece. Strip the Insulation back about 5 
nm on each wire (at both ends) and tin the x.ires T.ith solder 

eady to be soldered in position, . , . . i 

cot eigjit qiuirter Inch pieces offlhe heat shruik s Kvang, and 
put 3 of them onto each wire, (at one end only), well back down 
the wire so that the tmned pari still shows, 

FIGURE L shows the multicoloured LED witli its pins ntarked 
1 2 and 3, N ote also the position of the flat on die LED s case. 
Solder one end nf the i^ires to the legs of the LED. one wire to 
lEfi 1. another v^ire to leg 2 and the remaining wire to leg 3. 

Slide the heat shrink down m''er the Joints, apply a httle heat 
and the sleeving will shrink and protect and insulate each 
joint. Each leg of the LED must be Isolated from the others. 
Take the remaining length of three ^«res and off 16 Inches 
if switch and LED are to toe fixed externally or 12 inches ^r 
internal fitting. Strip and tin the wire ends as betore, both 
ends. On one end solder the three Minicon terminals and 
insert them into the Minicon housing, figure 2 shows the 
correct pnsilions for the 3 wires in Qie 4 xvay housing. You 
should now have an t.ED with 3 mres attached and a Mmicon 

connector with 3 wires attached. , ^ c ^ + nirfiin- 

Now you must connect these to the switch. Referring to Figure 
3 you can see where ihe six wires should connect to the 
sv,itch First diough. locate the wire designated 2 on die LED 
and the wire designated 5 on the Minicon and twist the two 
tinned ends together, solder them into one connection. Now 
you only have 5 v^ires to connect to the switch which be 
seen in Figure 3- Take Qie remaining 5 sleeves and push diem 
over tlie 5 wires (including the paired x^^.res)- 
Now solder each wire to the switch In its designated place, he 
vervr careful here, make sure you get it right. As you snider 
each x^lrc in place, pull down the sleeving and heat shnnk In 
posiQon. Yon should end up with a completed assembly as 



figure 2 
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FITTING 


At this stage yciu can either fit the assembly inside tJie 1050 
case or fit it into a box that can be attached to the side of the 
dii^'c mith double sided pads. 

To fit iriLcmaiiy, turn your drive up-slde down and remove the 
4 cross head screws iocated on each comer of the base. While 
holding case togcQter Lum the drl^^e right way up and remoa^e 
the top cover by Ilifing from the roEir. 

Looking Into the drive from the front, you will see 5 brown 
connecting blocks at the left rear (tliey have lots of wire going 
to them from the top mechanism). Locate plug J11, its Qic one 
nearest the front. 

Carefully remove plug J11 with a pair of long nosed pliers - do 
not pul! it out by the wires, they are veiy delicate. Once 
unplugged you can just leave it disconnected, it should not 
interfere with the operation of the drive. You could tape it to 
tlie side if you are worried. Insert the Minicon plug you have 
Just made into J1L ensure the pegs on die base of die Mtnioon 
housing are pointing inwards to wards tile centre of the drive. 

Remove the dark grey front surround plate and lay to one 
side. Using Figure 5 as a guide, decide on the best positions for 
the LKD and the switch. Drill a 3 / 16 inch hole for the switch 
and a 9/32 inch hole for the i.KD holder. Insert the switch Into 
it's hole and fix with the nuts suppMed. insert the LKD holder 
into its hole in the fronL plate and fix with the washer and nut 
from tlie rear. Place Ltie front surround back in position and 
reassemble the drive case. 

If fitting the mod extemaJlyH feed the cable frorii the switch 
around the ease and enter via the dri%'e select switch at the 
rear, then insert the plug as described earlier. 
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Rear view of switch 


FIGURES 


L 

FIGURE 4 



TESTING 

Power up the drive, the LED should either be RED or GREEN. 
If not your connections may be suspect. Move the switch until 
the LED shows RED. Insert a DOS disk and try to format, if all 
is well it won’t be able to do this, and will error outll. Now^ set 
the LED to GREEN, now when you format all should be 
normal. 

Remember RED JS PROTECTED, GREEIV IS DIWPROTECTED. 


Page 6 acknowledges Derek Fem as an 'expert' on Atari hard- 
Lixire and has no hesitalion in recommending this modi/ication. 
homeoer we can accept no resporisibilityjor any damage 
caused if any reader shoidd cifiempi Uiis rruxii/iccitiori. 



MAPLIN5 code numbers as shown as their 1990 catalogue 

MULTICOLOUR LEO YH75S 

LED HOLDER YY40T 

ULTRAMIN DPDT SWITCH FH99H 

MINICON HOUSING 4 WAY HB53N 

MINICON TERMINALS 3 OFF YW25C 

RIBBON CABLE IQ WAY 1 METRE XR06G 
HEAT SHRINK SLEEVE BFe7U 



Article by 
Derek Fern 
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MarkHutchinson's 


RANDOM 


M ajiy of file letters that conic to me aslc about, 
software that 1 have never heard of or have 
never tried out. 1 always recommend that 
ATARI owners do not ask me but try to get in touch 
with local ATARI user groups but this is easier said 
than done. I know that some do exist; I have a list of 
about fifty groups, but this is an old list. It would be 
nice if the organisers would get in touch with us 
and let us know if they are still active. For instance, 
Mr. R. Leith of Brighton; Mr. R. Paj^e of Daventry; 

Mr, R. Kahn of Cardiff; Mr. K. Matthews of Kent and 
Tony Cox of Thames Television, where Eire you now? 
At the same time we would like an up to date list of 
any U.K, bulletin boards for ATARI (8-bit or ST). It 
would be nice if you have tried the boards and could 
let us know what they are like. Some boards have 
only a skeleton service as they are fronts for pirating 
operations. 

I must soy sorry to anyone uJaifing a reply this 
pnonth I have been otuay to sunny, but oh so blus¬ 
tery and luet Souniemoufh on a training coarse. 

Also an apology to Coltfi Hunt. J did not the 
ttmc lo^find your hoirse in Wimboume Rood. 

Some Lime ago I received a letter from D.C, Gill 
from South Shields {what a friendly town, I love to 
holiday in that area). He spoke about add ons for 
the 8-bit computers. 1 am sure that PAGE 6 Pub¬ 
lishing would be willing to help out in any ventures 
that are w orkable, I wifi send a copy of your letter to 
the Editor, If you read this then please get In touch 
with Les as soon as possible. 

Did you rtohcc Sihea Shop advert in the Inst 
edition of the magazine? Did you spot the item aboid 
the maifiny list? I Imue sent amay several limes/or 
tfwir price list a/id haue bet'U promised mutiy, mmiy 
times that I ivouM he put on their mailing list both 
ST and 8-bit, and that [ icouid receiue a list any time 
a neuj one toas printed. So horn come / haue to keep 
asking for this list? Does Silica Shop tear up their 
mailirxy list every so often? Mas anyone tried their 
free technical helpline? if so, please let us krww how 
you fared. Agatru if you haue iiad recourse to the 
Aduertisiny Standards Authority/or any reason, 
please let us knou; the outcome, I am sure lliat mojiy 
readers mould he interested. 

So far I have had no dps about word processors 
from the readers so I have shelved this project for 
the time being. Maybe next issue - hint,, hint! Re¬ 
cently I helped a friend out with Word Perfect on a 
Commodore PC, This brought back memories of 
using a similar product on the 400. Anyone remem¬ 
ber Model WP Station (Letter Perfect, 80 column. 


Got any interesting gossip? 
Write to Mark at 
1, Hollymount, Erinvale, 
Finaghyt Belfast BTIO OGL 

Daisywriter and amber monitor)? Letter Writer, Text 
Wiz^d or Tiny Text? Many people believe that the 8-bit 
computers can only handle Baste or assembler, 

WRONG! How about Forth (seven types in 1983 includ¬ 
ing Fig-Forth), LISP, PASCAI. (ISO draft standard), 

PILOT [a LOGO type language) or an obscure turtle type 
called WSFN? Whether they can be obtained now or not 
is another matter. 

^ow for some recent tit-bits y[ean£?d/rom ail those? 
computer magazines 1 fiauc receiued this tnonih ..., 

it looks as though there might yet be an ANSI standard 
for the C language and it could well be totally interna¬ 
tional, as opposed to American. Great for all those C 
programmers. If this has interested you then how about 

a course of ten 30 minute videos on C? 0,K. if you can 
afford £859! Better still, how about version 4 of Flight 
Simulator for only £45? With this one you can design 
your own plane dimensions and propulsion system and 
a dynamic weather generator which helps you crash 
more easily'. Unfortunately, this will be for the PC, 
However, we do hope the ST ulll not be forgotten. Again 
for the PC Eit the moment Is Lattice C development 
system V6.0, 

If you are a USP progran\mer, horn about the Europat 
90 USP conference on (lie 27-29th March in Cambridge? 
Cad Applied Works lahOFis Ltd - 0306 889485. 

Two recent books to come out are 'Out Of The Inner 
Circle', by Bill l^ndreth [once known as The Cracker') 
who was one of the most well known hackers a few 
years ago. This second edition from Microsoft Press 
(£8,50) tells about data, computer and network security 
as well as viruses. The other side of the coin is a book 
called Preventing Piracy' by Ernest Keet (Addison Wes¬ 
ley, £33.95], Probably more for a firm or data manager, 
but very cheap if you can find it in the local library! 

Belteue it or not, I still do not knote one thing about 
music, syrtlhs, seguoncers etc. etc. So, ptease seiid any 
miislcal enquires to John Dauison who may be obte to 
ht^ip you. iVor do I knom anyth lay about mtJird and 
wonderful disk drives, printers, monitors such, Alt 1 
con suggest ts that if you buy something for your system 
moke sure you sec it morkiny^/irst on on ATARI computer 
system and moke tlie shop send a written guarantee 
that U is conipatibte or diaf you mill get your money 
bock. 

I have always wondered why people suddenly stop 
computing. During the past year 1 have suffered from a 
surfeit of keyboard bashing and Einy spare time I get at 
the moment is spent away from the computers. I think 
the best thing would be a good long hoUday away 
somewhere so If you don't see me around tor a while, 
you win know that T am off on a long earned rest. Any 
idea where exhausted Atari owners go to recuperate? • 
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XL/XETYPE-tN ... 

GIVE IT SOME 

POKEY! 

Phil Cardwell presents a neat little demo to show 
the incredible sounds that the Atari POKEY chip can make 

Fartcj/ some great music with a good back beat? Just type in this listing and start tapping yourjeeti 
The listing is in Basic and will create an Object Jile on disk that should then be run unth JX)$ option 
Type in the listing and SAVE a copy^ run it and then use DOS to run the .OBJJile created. 

That^s allf hut it's nice to listen to! 
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8 REM 
S REM 

10 OPEN iti,8,e,"0rMUsrc.PBJ*' 

10 FOR 0=1 TO SlltREOD B!PUT SljHiNEKT 
O 

30 CLOSE nz 
40 EttO 

iooe DATA 25Sj£S5,2£4,Z,SZS,Z,102rl27« 
102jlZ7,S7j, 126,169,128,141,40^ l,ieS, lZ 
7,141 

leie DOta 4S>Z>169,0,14i,196,2,169,15, 
141,197,2,76,6,120,112,112,112,00,116 
1020 DATA 127,2,2,66,lZ6j1Z7,209,210,2 
10,210,218,210,210,210,210,210,210,210 
,210,210 

1030 OATA 197,0,8,0.0,0,0,0,0,8,0,6,6, 
0,8, 0, Oj O, 0, O 

1040 DATA 0,0,0,0,0,0,252,120,176>239, 
236,229,249,128,173,245,243,233,227,12 
0 

1860 DATA 262,0,0,0,0,0,0,0,0,0,8,0,0, 
0,0,0,0,0,8,0 

1060 DATA 0,0,0,0,0,0,218,210,218,210, 
210,210,210,210,210,210,218,210,218,21 


8 

1870 DATA 196,8,8,0,8,0,0,0,0,0,0,0,0, 


0,0,0,0,0,0,O 

1000 DATA 8,0,0,8,0,0,234,234,234,234, 


234,234,234,169,3,141,15,210,169,99 


1090 DATA 141,0,210,169,1,141,8,6,169, 
0,141,1,6,141,2,0,141,7,6,169 , 


YS 1100 DATA 2.141.3.6>169,255,141,5,6,16 

9.164.141.1.210.169.128.141.10.6.169 
HE me DATA 6,141.0,6,160,75,162,120,169 

,6,32,92,220,169,192,141,14,212,96,234 
JP 1120 DATA 234,32,20,129,173.28,208,41. 

14,240,6,169,1,37,20,240,6,32,180,128 
NT 1130 DATA 32,74,129,70,90^128,93^129,9 
5,220,173,0,6,201,1,240,15,169,160,13 
IS 1140 DATA 0,6,141,3,210,141,7,210,206, 
0,6,96,169,204,133,203,169,120,133,204 
OG 1150 DATA 169,6,141,0,6,172,2,6,192,0, 
248,27,168,203.24,109,1,6,133,203 
OM 1160 DATA 144,2,230,204,177,Z03>141,2, 
210,170,232,130,141,6,218,230,2,6,96,1 
69 

KF 1170 DATA 0,141,2,0,206,3,6,208,212,16 
9,2,141,3,6,173,1,0,24,105,8 
BH 1100 DATA 141,1,6,281,72,144,194,169,0 
,141,1,6,240,107,144,144,72,144,144,72 
MC 1190 DATA 144,72,144,144,72,144,144,72 
,144,72,144,144,72,144,144,72,144,72,1 

44.144 

OU 1200 DATA 72,144,144,72,144,72,182,91, 

91.192.91.91.102.91.144.144.72.144.144 
,72 

PI 1210 DATA 144,72,121,68,60,121,60,60,1 
21,60,144,144,72,144,144,72,144,72,162 
, 81 

MA 1220 DATA 81,162,81,01,162,81,173,7,6, 

208.16.173.18.218.281.5.248.1.96.169 
KP 1238 DATA 255,141,6,6,141,7,6,173,4,6, 

56,237,5.6,141,4,6,141,4.6 
RH 1240 DATA 141,0.210,144,1,96,206,5,6.2 
00,8,109,0,141,7,6,141,0,218,96 
KD 1250 DATA 173,0, G', 200,14,141,9, 6 , 173 ,1 
0,210,141,4,210,169,6,141,8,6,13 
HI 1260 DATA 94,129,102.129,10,6,141,5,21 
0,206,8,6,96 
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FANTASTIC SOCCER 


N O prizes for guessing 

what FANTASTIC SOC^- 
CER Is about! Zeppelin 
Games are well and truly 
geared up for the World Cup 
and to prove it theyVe pro¬ 
duced a graphical simulaUcin 
of a Rocecr match in progress. 
Most such simulations in the 
past have centred on an 
angled '3-D' view of the pro¬ 
ceedings, but Zeppelin have 
broken away from tradition 
and opted for a direct over¬ 
head perspective of the sta- 
ditim- No 'stick man' players ^ 
cheering crowds or advertising 
boards - just a window from 
above providing you ^viLts an 
approximately one-tenth 


Title: fantastic SOCCE1? 

Publisher Zeppelin Games 
Price: £2.99 cassette 

Plovers: 1/2 
Loading; 16 minutes 

Reviewed by Paul Rixon 


EseroUing \1ew of Qie entire 
pitch. 

The Inherent problem, with 
computerised football is that, 
as e^^erybody knows, it's a 
game for two teams of eleven 
players aiid^ no matter how 
hard you tIy^ it's just impossi¬ 
ble to liave them all controlled 
bv two joysticks! To overcome 
this problem, you have to rely 
on the computer to decide 
which man you have rom- 
inand of at any particular 
time, and it's not always the 
one that yoti hoped for. In 
Pantastic Soccer, the 'acth^e' 
player is highlighted by a eon- 
spieiiotis arrow and the com¬ 
puter keeps your other team 
members on tlieir toes as you 
try and keep up with the ac¬ 
tion. Fortunately, it seems 
reasonably helpful in position¬ 
ing the other players and also 
supplies you with a suitably 
gifted goalie. 

First thing to do is select ttie 
number of human players and 



the length of the match - from 
a quick runaround over ten 
minutes to a full-blown ninety 
minute slog. Tlien, choose a 
team from die elgjit alterna¬ 
tives. decide on a formation, 
hit the trigger and you're oif! 
You have full control over 
tackles, throw-ins and comer 
kicks. The Jo^^atick button is 
used to alter Uie strength of 
shot. 'iTie controls are quite 
easy to manage although, like 
other football simulations, the 
overall concept does not lend 
Itself to a single? player game. 
Find some opposition of the 


human variety and the whole 
exercise becomes much more 
exciting. 

Fanlasllc Soccer is probably 
the nearest you can get to the 
real thing on your Atari (and 
Qiafs not veryr near at all!]. 
Zeppelin have, yet again, come 
up with a novel approach to 
an age-old tlieme and done so 
with the high standard of pre¬ 
sentation that w-c have almost 
come to expect Irom them. I'm 
pleased to say tliat Fantastic 
Soccer does live up to its less 
Llian modest title! 



I 

I 

( 


I 



AFFAIRS OF THE HEART 


A remote genetic research 
laboratory suffers a 
c:atastrophic accident - 
and Is overrun by hordes of 
uncontrollable organic muta¬ 
tions. Crisis looms as a failure 
dcvelops In the air circulation 
system and the lives of resi¬ 
dent scientists are endan¬ 
gered. Armed with a com¬ 
pressed gas can, you bravely 
dash to die rescue. Hardly the 
most credible of plots, and 
when I add that this Is a game 
called HEARTACHE on the 
inlay card and 'Heart Break’ 
when you load It in, you'll 
appreciate that Atari has'en’t 


exactly done a tciriflc Job on 
the documentationf 
Ch'erlooking the rather 
obsctire reason for It all, the 
aim of Heartache is to guide a 
heart-shaped "clearance pod” 
through a series of corridors 
which are suppoaedly Infested 
by the dreaded mutants. To 
clear each corridor you have 
to successfully 'blow' the pod 
from one side of the screen to 
the other, ensuring that it 
doesn’t come into contact, with 
any walls or nasties. To 
achieve this aim, our Jet-pack¬ 
ed hero must position himself 
carefully behind the clearance 


pod before letting rip with the 
compressed gas. The pod then 
shoots off at a speed roughly 
corresponding to the strength 
of the gas and, mishaps ex¬ 
cepted, you’re all act for 
another blast. Each screen 
has a tight time limit applied 
so you can't afford to hang 
around! 

Some of Atari’s recent re¬ 
leases in die 'Action Gaines' 
series - Speed Hawk and Tiger 
Attack, for example - have 
been nothing less Ltiaii su¬ 
perb. Although by no means a 
disaster, Heartache Isn't quite 
in the same league. For inst¬ 
ance. the main character, 
whose movements do not 
seem at all natural, is poorly 
defined and coloured. An Irrt- 
tatitig [albeit quite well prog¬ 
rammed! tunc plays con¬ 
tinuously tliroughout the 
game and tJie fact that you 
can't turn it off has a ne^tlve 
effect on the ail-important 
playability factor. 


It seems to me as though 
Atari may have ignored the 
author's original intentions 
and released Heartache with¬ 
out any consultation. Fre¬ 
quent references to someone 
called 'hisa' during the game 
suggest the intended story^ 
wa.s perhaps more of a roman¬ 
tic rescue. This could explain 
the feeble plot and title IncO'D- 
sisiency hetwieen program and 
packaging. 

Not one of Atari's best - but 
not to worry I Tire company 
apparently have several new 
goodies in the pipeline and If 
their recent output as a whole 
is anything to judge by, these 
should be well wortJi waiting 
for. Start saving today! 


Title: HEARTACHE 

Publisher; Atafl Corp. 

Price: £7.99 cassette 

Players: T 
Looding: 13 minutes 
Revt0wed by Paul Rixon 
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GREEN BERET 



I magine Software are bet¬ 
ter remenibered for the 
games that they didn’t 
release on the Atari than those 
that they did. Despite churn¬ 
ing out games for Qie lesser 
brands of micro, they only 
ever managed to produce a 
couple of titles for the best 
machine of the lot. 

One of these was GREEN 
BERET^ a conversion of the 
Konami arcade game in which 
you coniinancl a highly trained 
combat soldier with a simple 
yet challenging mission - to 
Infiltrate a series of strategic 
defence installations. Your ob¬ 
jective is to control die Green 

— 

Title; GREEN BERET 
Publisher; The Hit Squad 
(Imagine) 

Price’ £ 3,99 cassette 
Play^^s; ^ 

Loading: 15.75 minutes 

R0vf9W9d by Pouf ROton 


Beret through each miliLaiy^ 
base avoiding bullets, mortar 
bombs and missiles as you go. 
Tlie biggest obstacle is the 
sheer number of enemy sol¬ 
diers wrho dash across the 
screen and even follow you up 
ladders should you contem¬ 
plate escape. One way oul is 
to perform an enormous leap 
via a flick of the Joystick, but 
more often than not youll end 
up landing in a dangerous 
situation with no time to 
react. Alternatively, you can 
eliminate the opposition with 
your trusty field knife - but 
this requires perfect liming 
and the success rate Isn’t 
high. Get it wrong and the 
gatne jolts to a disturbingly 
sudden halt. Bullets are best 
avoided by a ducking tactic, 
but again this leaves you open 
to attack from other quarters. 
Your triplicate lives don't last 
for long! 

llie background scenery isn’t 


bad at all, consisting of lots of 
interesting objects for you to 
climb. Jump and hide behind 
as you explore the various 
levels. Unfortunately, the 
scrolling is a trtfle on the jerky 
side and the joystick response 
is less than perfect, SoundY 
Well, apart from an atmos¬ 
pheric drum beat all the way 
ttinough and a siren at the 
start of each level, there Isn’t a 
lot of it to speak of. 

When Green fcieret was re¬ 
leased as a full priced game, 1 
\acwed it as a big disappoint¬ 
ment, Aside from the unspec¬ 


tacular graphics and sound, it 
is ridiculously difficult to mas¬ 
ter the first screen, let alone 
progress to the second level- 
However, like all challenging 
games it's possible to beat 
with patience, determination 
and, especially, practice. So, if 
you're a patient, determined 
person with a good deal of 
time to spare. Green Beret 
could be the game you need. If 
not, keep an eye open for Im- 
agtne's Arkanoid on the same 
label. Cheek out the review in 
Page 6 issue 31, 
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WORLD SOCCER 


Y et another fontball 
managerial game! If 
you didn't fancy shell - 
ing Out nine pounds for Zep¬ 
pelin's Kenny Dalglish Soccer 
Manager (KDSM - reviewed 
last issue) there's now a 
budget alternative from the 
same company - and to me It 
looks every bit as good! 
WORLD SOCCER has you 
managing a British IboLball 
club tyou can choose your 
favourite team from a list of 
fifteen) through the leagues of 
the ultimate World Soccer 
competition. Like KDSM, the 
game is graphically orientated 


with all player Interaction tak¬ 
ing place via a Joystick 'poin¬ 
ter' - there Is no keyboard 
input. There are ten principal 
options to choose from, which 
are represented by carefully 
shaded icons surrounding an 
equally artistic drawing of tlie 
cup. Making a selection 
couldn’t be easier - Just point, 
click, and you're away! 

The Bank Manager Is a gener¬ 
ous fellow Emd will cheerfully 
give you an enormous loan to 
pay for tliose much needed 
extra team members, when 
offered by the Scout, If the 
bank balance gets too low, you 


cEin easily sell unwanted play¬ 
ers. The Scout will assign your 
learn a rating for defence, mid- 
field and attack, and suggest 
ways of improving its peiibrm- 
ance. The Medic will keep you 
up to date with the progress of 
injured players and decide 
when they can return to work. 
You can choose to have de¬ 
tailed textual commentaries 
during each match from Joss 
MacDonald, ‘ZEP TV’S top 
sports reporter' [good graphics 
here!), or you opt for an in- 
st,ant display of the match re¬ 
sults. Substitutions can be 
made at half time should a 
player be injured - providing 
you have prericusly desig¬ 
nated an appropriate man in 
the team selection. 

Further options allow you to. 
store unfinished games on 
cassette for later re-load ing. 
view the league tables and 
Current team formation, and 
select players fur the forth¬ 
coming match basied on their 


age, abUlty, speed and fitness. 
Before you proceed with the 
match, yon are advised of the 
strengths and weaknesses of 
the opposition and can there¬ 
fore decide whether or not to 
go back and revise your for- 
matlon. After tfic match, 
there's a round up of the other 
results for the day. 

Having compared WORLD 
SOCCER with KDSM 1 have to 
say that apart from the 'goal 
highlights' of the latter, there's 
not really an awful lot to 
choose between the two - 
apart from the price, driat is. 
I've little doubt that this de- 
servr^s to be another winner 
for Zeppelin. 

“----- 

Title; WORLD SOCCER 
Publisher; Zeppelin Games 
Price: £3.99 

Players; 1 
Loading: Id mlnyt«5 
Raviewed by Pout Plxon 
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MOUNTAM BIKE MGER 



A t last a gatne from Zep¬ 
pelin tliat has nothing 
to do with footballt 
MOUNTAIN BIKER RACE is a 
simulation of all-terrain cycl¬ 
ing In a-similar mould to the 
recent release from Alternative 
Software, No split screens In 
this one though - it's strictly 
for the solo cyclist. 

A Jazzy theme tune kicks off 
the proceedings {nice to hesir 
some sound effects from Zep¬ 
pelin!) and a press of the trig¬ 
ger takes you straight to the 
action - a hortEontally scroll- 
Ing, slde-on view of the intre¬ 
pid mountain biker. The cycle 
is cleverly animated and the 


TiM^: MOUNTAIN &IKE 

RACER 

Publisher:: Zeppelin Carnes 
Price; S2.99 

Players: 1 

Loading: 1S.S minutes 
Revi^we<i t?Y Paul Rixon 


scenery nicely drawn, with 
digital read-outs at the base of 
the screen indicating the cur¬ 
rent score, cash balance and 
time remaining for the section. 
Joystick controls are relative¬ 
ly simple - push forwaLtd to 
speed up, pull back to slow 
down and press the trigger to 
perform a 'Jump' |who said 
anything about realism?!). To 
prevent the biker from ending 
up in a heap, you have to 
negotiate each obstacle at pre¬ 
cisely the correct speed - dead 
slow for walls, top speed going 
up hill, and slower coming 
down, In addition there are 
swamps, rocks and spikes re¬ 
quiring skill and accurate tim¬ 
ing to avoid a disaster. Get it 
wrong and you'll lose a lot of 
time recovering from the mis¬ 
take - and still be forced into a 
second attempt. At the end of 
a section you're awarded with 
a cash bonus based on the 
time outstanding. You can use 


tlie money to buy various 
goodies which can hopefully 
assist you in the following 
stages. These Include a pun¬ 
cher repair kit, which seems 
to protect you against one par¬ 
ticularly dellatlJig problem 
(groan!), and a time boost - 
uEJcful for the later, more diffi¬ 
cult sections. 

That's essentially all there is 
to Mountain Bike Racer^ It's a 
straightforward race against 
the clock for one player and 
can't really be compared with 
Altemallve's release which has 
many more options and more 
complex controls. Ttie game 


relies heavUy on the visual 
Effects for Its appeal, but like 
most of Zeppelin’s software, it 
succeeds on this front with 
style. Once you start, to prog¬ 
ress through the initial stages, 
the game becomes surprising¬ 
ly addictive. 

It's good to see Zeppelin 
Games not only continuing to 
produce a steady flow of 8-hlt 
software, but also maintaining 
the exceptional standards that 
have become a trademark of 
the company. Zeppelin's prog¬ 
rammer Ian Copeland is to be 
congratulated for yet another 
super game. 




but you've been g;ranted a 
chance Lo escape by the evil 



A nother game from 
D.Ware by the 'Daj:' 
programmers who 
seem to write moat of the In- 
house software released by 
Hinckley based computer 
dealer B.Bytes, Like other 
programs in the range, 
ESCAPER is supplied in a disk 
wallet with a crudely produced 
inlay card bearing a hastily 
written(?) scenario for the 
game. Every expense spared, 
you might say. 

It transpires that the Earth is 
about to be zapped into a zil¬ 
lion pulsating cosmic ecto-ato- 
mic particles [or rocks, even) 


Zargoid, who seems to think 
that anyone intelllgcnl enough 
to own an 8-bit Atari is 
obviously worth preserving! 
Zargoid has transported you 
to the long lost city of Atlantis 
and challenged you to defeat 
his elaborate defences. Suc¬ 
ceed in the mission and you 
can escape through an ejector 
tube to a safe galaxy. Simple, 
eh? Unfortunately, what isn't 
mentioned in the plot Is the 
atrocious racket which accom¬ 
panies every second of die 
game, enough to rnake even 


the simplest objective a pain¬ 
ful experience! When I tell you 
that the sound Is bad, I really 
mean BADl! 

Escaper is basically a plat¬ 
form game, the idea being for 
you to manoeuvre your char¬ 
acter through various screens, 
opening 'code locks' as you go. 
which permil your progression 
onto subsequent locations 
Ensuring that the task isn't 
too straightforward, there are 
fire pits, mid-air explosions 
and an extremely annoying 
‘blob’ which chases you 
around each screen, zapping 
energy from your limited 
quota. All of these nasties arc 
clearly best avoided! 
Aesthetically speaking there's 
not a lot to get excited about 
but most of the graphics are 
quite well done and some 
thought bas gone into the de- 
sign of the ten different loca¬ 
tions, On the negative side 
there are signs of sloppy prog¬ 
ramming, such as "Attract 


Mode” colour cycling not hav¬ 
ing been disabled after Joys¬ 
tick Input. It's also possible to 
crash the computer by press¬ 
ing certain keys on the 
keyboard. 

Altfiough this Is obviously a 
relatively amateurish prog¬ 
ram, I have to say that If It 
were not far the ridiculous 
sound effects I would almost 
consider it a recommended 
purchase. B.Bytes deserve 
thanks for their 8-bit support, 
but 1 do hope they won't neg¬ 
lect tlie quality control aspects 
of the business in order to get 
a mass of products on the 
market.. Yet more from B.Ware 
next issue. 


Title:' 

■ 

ESCAPER 

Publisher: 

B.Ware Softwore 

Price: 

coss/dlsk 

Players: 

1 

Loobirig: 

1.25 mins (disk) 

Pff¥iewed by Paul Rixon 
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INSTANT PLAY 

XL/XE ROM 


CARTRIDGES 

ARCHON 

14.95 

BALLBLAZER 

H.9S 

BEAM RIDER 

9.9S 

BLUE MAX 

14.95 

DESERT FALCON 

14.95 

DESIGNERS PEfJCiL 

9.95 

DONKEY KONG 

12.95 

FOOD RGHT 

14.95 

H,E,R.O. 

9.95 

JOUST 

12.95 

KABOOM! 

9.95 

MASTERTYPE 

14.95 

MINER 2049«r 

9.95 

MISSILE COMMAND 

9.95 1 

MOON PATROL 

12.95 

PACMAN 

I2.9S 

PITFALL II 

9.95 

POLE POSITION 

12.95 

REALSPORTS AMERICAN 


FOOTBALL 

12.95 

RESCUE ON FRACTULAS 

14.95 

RIVER RAID 

9.95 

SPACE SHUTTLE 

9.95 

TENNIS 

9.95 

ZENJI 

9.95 

LANGUAGES 


ACTION! 

49.95 

BASIC XL 

59.95 

BASIC XE 

49,95 

M AC/e 5 

49.95 




XL/XE 

CASSETTES 



ACE OF ACCS 

m 

KK;K off [64k] 

1.85 


ASmO OHOID 

iss 

KNIGKTMARES 

2.85 


BCULHEHDASH CDNSTR HIT 

z,» 

LAS VEGAS CASINO 

2.85 


COSMIC PIRATE 


LHILE DEVIL 

2.85 


CRACK UP 

VK 

MAD JAX 

2.95 


DAWN RAIDER 

1.H 

N]HJA COMMANDO 

2.9S 


DOMAIN Of UNDEAD 

2.H 

NUCLEUS 

2.9S 


DHACONUS (WKI 

L9S 

PERISCOPE UP 

1 as 


ENCOUNTER 


PLANET ATTACK 

285 


EXPLODlNti WALL 

tn 

PRO MOUNTAIN BIKE SIM 

2.85 


FAMTASne SOCCER 


SCAPEGHOST 

12.95 


FOOTBALL MANAGER 

2,95 

SCREAMING WINGS 

2.95 


FRUIT MACHINE SIM 

2,95 

SPACE WARS 

2.95 1 


GHD5TBUSTERS 

L9G 

SPEED ACE 

2.95 


GRAND PRIX SIMULATIOH 

L95 

SPEEDRUN 

2.95 


GREEN BERET 

2.9B 

STAR WARS 

Sl9$ 


GUNFIGHTER 

1 as 

SPV VS SPY TRILOGY 

B.95 


HARDBALL 

2.85 

TECHNICOLDUR DREAM 

tn 


HEARTACHE 

in 

WAR CDPTEiR 

2Jn 

i 

JOCKY WILSON $ DARTS 

2.8S 

WORLD SOCCER 

tn 


K. DALGUSH SOCCER 


ZVBEX 

2.96 


"A classic in the making" 

Disk £17.95 

Av;iihibk> NOW! 

Cassette £9,95 

(Rulease tn be eiintirmecl) 


ACCESSORIES 


PADDLES IPAIR) 

PRO LINE CONTROLLER 
OUICKSNOT II TURBO 
SPEEDKINO AUTOFIRE 
CHEETAH EXTERMINATOR 
CRUISER 


2600 VC$ CARTflIDGES AVAIUDLE 
ST SOFTWARE AVAILABLE 


XL/XE DISKS 



ARKANOID 
BLUE MAX 
BOULDERDASH II 
CONFLICT IN VIETNAM 
FIGHT night 
GUILD OF THIEVES 
KENNEDY APPROACH 
KICK OFF (&4k) 

LANCELOT (&4K> 

LIVING DAYLiGH 
MINI OFFICE II 
NEW YORK CITY 
NATO COMMANDER 
QUASIMODO 
RAMPAGE 
SOLO FLIGHT 
SCAPEGHOST 
SPEED RUN 
SPY VS SPY TRILOGY 
SPYHUNTER 
TECHNICOLOUR DREAM 
TEMPLE OF APSHAI TRILOGY 
TIME & MAGIC (64K) 
TOUCHDOWN FOOT 


W A 

y ATARI 
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Only one player but six planes to control 
in Bill HalsalVs new game! 


I n a strange, distant land a rival power is sec¬ 
retly amctssinfl on inuusion^/brce. Your leaders 
Hewe discovered this and thinfc that a small 
pre-emptive strike urill giw them second thoughts. 
You are in command of the squadron detailed to 
carry out this attack. Your 5 bombers must destroy 
os many tanks, roclcets and buildlnys os prtssihle 
lohile your fighter defends the bombers from the 
donyers cf aerial mines* missiles and enemy 

Jiyhters. * 

All your planes are controlled simultaneously 
jAjsing ajoysticlCf the plane under control beiny 
hiyhllybted in ujhite. The bombcrs/ly in strict for¬ 
mation but theiiyhfer can be moved verticolly* 
Move the joystick left then vertically to select the 
required bomber and press the button to drop a 
bomb. Move the joystick right then vertically to 
control the_fiyhter, pressing the button to^re an 
air-to-air missile. 

To pause the game press SELECT then press the 
joystick button to continue. The game ends when 
all your planes are gone. Press the button to play 
again. 


SCORING 


Aerial mines, missiles and fighters 
10 pts 
Buildings 

20 pts 

Tanks and rockets on the ground 

100 pts 


typing it in 

Both cassette and disk users should type in listing I. SAVE or 
eSAVE a copy, then RUN the program. The prog^ram will check 
each line of data and inform you of any errors. Correct any errors 
and RUN the program again until all errors are eliminated. When 
t^ls ia done answer the cassette/disk questions accordingly to 
create a boot tape or binary disk file. 

Caflsette user* should load the boot tape created by firstly 
removing all cartridges and then turning on the computer while 
holding down the START key (XL and XE owners should hold down 
OPTION as well). Press RETURN and the tape wUl load and run 
aulomatlcally. 

DiBk users should also type In Listing 2 and save it on the same 
disk as the binary file created by U&Ung 1. RUN the Listing 2 
prxngram with the disk in driw 1 and the game will load and run 
automatically. 
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Listing 1 


8 



N HEM 

ATARI USER - 

APRIL 

M*1H**KI 

90 8 

t8888 


ca 7 
HN 8 KEN 

NA 14 REH 


n^KER - OH HEK^AUER 




OK IG RCK 

PO 20 DIM L1N£$C?G3 ,A$C01»3 ;LINE-9?0^ CMT 
=-40!TRAP leesGOSUD 200 
LH 30 A$Cll=‘*0«MA$C01?2)=“0"£A$C2>=ftO 
RC 40 LrilE-mHE4-iai CII'r = CHT+46 ] REAP LXHESj 

CI1K5UH:1^ 'laniaXXE line ";LINE 
IH SO CtlK = y5R IXS30j ftOR CLXPIEGa ,aORCO$i4CMT 
> 

QT GO GOGUO 300:GOTO 40 

lOfl XE PEEECl^SlOe THEM r ‘‘ERROR “;P£ 
EKC1953 ;CHFI9C2?3] SENP 
OL 110 T *if[iT '^i!ya'aKiy:CTa <> i trap loe 
RM 120 ? "C03ZSIC DR CTl APE": GOGUB iOOiXF 
KiiOS THEN 140 

AK .130 ^ "SEAAV CASSETTE AMO PRESS RETURN 
"iOPCN «1,9,128>"C:":G0TCI 190 
NV 140 ? "REAOV RISK AND PRESS RETIIRH** ! GO 
SUB leOilF KOISS THEN 140 
EB ISO OREM ttl>0^««'*ll>!Slca;RHXSM.DBJ" 

VN 160 ? |tl;A$ H, 2016) ! CLOSE ftlSEMD 
ZH 100 CLOSE ttii OPEM ttl, 4 j O,‘*lt: " iGET «ti,M 
; CLOSE til: RETURN 

HO 200 rON A=1S30 TO lOSOzREAO DiPONE A>0 
zMEKT A:PETURH 

IH 210 DATA 210^104,104,133,£04,104>i33«2 
03,104,133,200,104,133,205, IBS,0,141,1 
27,0,141 

IZ £20 OAtA lZa,e>IbO,205,140,126,0,140,1 
20,6,173,120,0,281,47,200,11,173,127,6 
00 230 BATA 133,212,173,128,6,133,213,06, 
172,125,0,200,140,125,0,177,203,32,111 
* 6 

IS 240 BATA 10,10,10,10,141,123,6,172,125 
,6,200,140,125,6,177,203,32,111,0,24 
ZH £50 BATA lOS,123,6,172,126,6,200,140>1 
20,6,149,205,24,105,127,0,141,127,0,17 
3 

HY 200 BATA 1£«,O,lOS,O,141,IZS,6,76,30,6 
,50,201,50,144,4,50,233,65,50,56,233,4 
8, fO 

YL 300 BLNE = PEEKC104141256+PEEKC1S31 
HU 310 IF LIMEOBLNE THEM ? 'ISEB "jSTROf 
LINEJ;'- nE^SOahM EMD 
OZ 320 IF CHKSUHOCHN THEN 7 IN BA 

TA AT LINE "jSTR5CLIME)i£NB 
ZF 330 HETIlHM 

NV 1800 BATA OOiO«O2B272BAS0OOB2FO2AS3C0B 
02B 3 A 5008 B E70285BE A 038 8BE80285 OF A92085 
eAA92e85OBl0OO4C:OC2A488A4SA6BC,4184 


SKIRMISH! 

HM 1810 DATA BD6FZBSD01DaeDOAl>4BD552eSI>OO i 
D46DOAD4SD0Al>48l>13E>eEOEe8AfrOOZA2Oe06OC | 
66AA6B40DABCBABCBABCBABCBABCS0,0032 
FE 1028 BATA 30404e585840403830A5BDFeiCAS 
BE3SE9ai29a3a5BE8D04D4i:S03D0OCA2BOFEB8 
34E6E8£0EO45BOF6A92B8B8OOZA92O,545O 
ON 1830 BATA 8B01824COZE47840803442Aa38B4 
00488480425400445400468408480408406400 
4C54O04ED4OO5eD4O85254Oe5454eO,3772 
OK 1040 BATA 50B4ee58B4aO5O64OO5CS4eOSEB4 
O06OB40a62540O64540iO6654Oa8OG4Oe6A54OO 
6C42B0384ie034SS5768O86B6BFFFF,4149 
TO 1050 DATA 9E79E79E79E79E795SAAFF55AAFF 
S5FE6B6B6B6B6B&B6B6BAAAAAAAAAAAAAAAA70 
BE07EB7BBEB7EB55G9905955899055,7255 
LP 1060 DATA 5555AAAAAAAAFFFFS5556A6A6AOA 
7F FF555 7AO A D AB A B FFf F 08 OF 2 A29 95292A OF 00 
fCAA5A&A6AAAFC00«20S£509e£8008,5204 
OH 1870 DATA ZAA8955995Aa2A00FFFFFFrFFFFF 
FFFFOO147BFE4BECF33C08ZAlC7FlC2AB800a8 
F8F87C7C3E3EFFFr3E3E7C7CF0Fe00,6255 
ZH 1088 BATA e000C070FE3FFC70C8e0000088e7 
3FEA3FO7eOO0aoeeaElC7FFF7FlC8EO8OOO08e 
a087er3F0ElC3D 7FFF7F3BlC0C3FeF,3024 
RD 1090 BATA O7aO0OOOZZ39Oe2Z29ZC2C0a2OZl 
2C33Z12C2C002G2F3200ZEZ537002134213229 
003533253233202932202933283323,1571 
MO 1100 DATA ZE3Z25ea282fZ7280080iei01018 
lOlOA9808B2rD2ZaDO2928BE22AZ21BBB4219B 
A730CA10F7A287BDD6219B8834CA10,385G 
UH 1110 BATA F7A2S1BD96289D8834CA18F720DD 
Z220Z9Z3A2e5A9l09DB£30BDEA219DF130BDBE 
219BD6388BC4Z19BF830CA1BEGA980, 9992 
MU 1120 DATA 06&BZO6EZGA9680BOOB8O5B1Z8EB 
Z4A9388BO7B48BF4e2A£O8BBe8EO9BOe38BBe0 
El9DOe39E8DOFlBBE0ZO9BOO3AEaEO,5917 
SO 1130 BATA 8eB0F5A9838BlBBeA9818BGF028B 
0CD8A9il0858C8B08B2A9838DOFD2A9OO8B3OO2 
A9348D3102A288BD05229DC0O2CAlO,5219 
ZU 1140 DATA F7A93F8DZFa2AB69A2Z»0907205C 
E 4 A9C 0 0DaEB4 608EDC 80002C ZO047446 A980A 2 
8F95 8099C8 C A18 F 9 A 98 OA8 8 SC BA 230,635O 
DC 1150 DATA a6CC91CBC:8B«FDE8E«e7B«F4GeA£ 

08AOO8B9?02199203D994a3D99683099883D99 
AO 3 D EOC oca 1OD 6 E8E05 0B8 E260A 900, GD8 9 
UA LIGO DATA D5CB«GCCB1 Cb 60AD0AD2Z9O7ie69 
0268 AB 8 AB 2291F 3 8 E98 998 F6i8695F A A 50 ABO A 
BZ3OE9OA9OF0AO6eZ0ZD24A9a3O5BZ,5421 
JH 1178 BATA A9C1058305B485B605B7A9CZ05BS 
Z0HE23EO65A5B5C9C8BOF9aSB385B7A9C9«6B4 
O9CAOS86Z8BE23C6BZB0D4 A914B5it2, 7713 
BG IlOe DATA A9CC8554A9C885B3Z0A323A9CEG5 
B4A9CBO5B320A323CGB2D0E6A0082083230808 
FAGOA9Oe85CeG5CDA£70B6CCA94OGS,69Si 
BN 1198 DATA CE01CB91CBEGCE91CBE6CCEGCEE8 
E887BOEF5OZOl0Z32OlF23ZOFE2ZBaF5CS2OFE 
ZZB0EFA5B491COB8A5B391C88O2O18,7312 
NF 1280 DATA Z3O6O02Ba72355B805B9201F2389 
8 A28 0723550A8508A9808SCO A68 8A4 B AA584 2 O 
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SKIRMISH! 


Z1t£4COfti5B3Za2B24CHC4«BD'0Flt^SB:6 j S«23 
iZie »AtA £«2ft£4E0A4BAA?B42«2924CBaSBS 
202Q24C«C49e&eF«A&B«2ezaZ4EBE4B9DeE4A4 
BAA&B4£A2BZ4a5B7Ce£«2S£4CaC4BI», G4i4 
CH 1220 &ATA |>eFBA5D«ZO2024CBa6CC91CB6BA9 
a0aBBA2ei«Z30GB2a&BB2B4|>242B6«24d5BB€9 
EOi>BF4ZB40Z4abB22aG324aea5BAAa, 5799 
0K 1230 DATA i0G920050D2002Z4O0C4BeP«EB84 
BA6B2ai0230aB9Afi8aE4BaEai430eA2eSZ24CA 
E4e9D0F0Fe0e200224E0£4B900F«a0,5505 
5G 1Z40 DATA B86BA9eS05CBA94FBaCC202a24CS 
202a£4E020ZBZ4eB2a£ft24CAG0AO0SX420B323 
00A5000079AD7a022904D00EA5CAPB ^ 9002 
E0 1250 DATA 0AA901|t5B0ZeS4254ClFZ5ADB53B 
DeZBAD7B0ZZ?BlD0flf:A5BiC?Z0F0iB3SE9024ir 
C324AD70022902D00EA901C9C:EFB0B , 4B02 
TB IZBA DATA 11ta902SSlllZBEB244CFi:Z4 AZ00 A4 
81BDBe21990B3CC!:SESEflBCDer4G0ASBFDAlFAD 
S402D02AADe530DO15A9«705BrA0Dl,593« 

UA 1270 DATA B0C0ft0e53B09«29D053DA9tl0DB0 
30A00FFOeCEOBBF009E»E8EeOfieFSCe4DeG«A9 
A005BFAeC0BDB93BZ9FC9DA53BB0AS^S79S 
KL 1200 DATA B0F070AD70eZZ90OD00DAD0B30Da 
0Sa&aazeBEZB4CSEZ5A914Z903D03FAD78e229 
0iD012A4C4F02G0004C4B90030D0F4,51BS 
RK 1290 data zaB12B4G4C2BAD7A02Z902DeiFA4 
C4C004F012CQ04C4B90e3OD0F24C70ZSAD0030 
D DEAF 0D B AD04 30 D0C A FAD 4 A 5 CID tlE, 000 A 
UH 1300 DATA ADa402D050AfiC4BD0030D012BD51 
2 005 C2B DS6 2 BB5 C 3 B DSB 2 B0 DG8 2 GDB BE A 5 CIF A 
33C92AF030Z901F00ZE6C3E0€2A0G2,0101 
BE 1310 DATA BD05DeA4C3A20BB90B3BZ9r31D4C 
ZB99BB3BG0ESE00&DaEFABC10A0DB2D2A9AB0D 
0 3D2E0 C10 020 212 A A4 C 3 A2 A 00 a Cl a E > 9 906 
CV 1320 DATA a2D2SE03D2B9063B29F399e03BCS 
EBEB05D0F2A5C23eE920E5BE4A4A100D0A340S 
£BADG0Z60;SCCAB00ADC002090ABD1A,9571 
UT 1330 DATA DBB1CB1BBE3BE9CD9BB620SF294C 
432G209329A95B91CBE0CC91ce600A0004000B 
304D50403B204a6Ba8A04BSB600A6B« 4670 
0R 1340 data 4e207720ASC4BAAAA90E9D50Ze6e 
2e77Z6A90EADC00260A200A9DA9D55Z0CACA10 
F9A9CA6DCe0Z0BADB£3B2901F0FaA94 0302 
OK 135B DATA C0F0e34C0027207427ZA142AADBE 
3BF0£0ADBC3g4Ae&B2AD0E3eC9BlDB10A90D05 
CDA9ZXa5CEA9910D073A4CD2Zea90t:,4977 
FB 1360 DATA 0SCDA9210SCEA9O26DB730A3CAFA 
B3EEB730ADDAD2290FSDe«3BA93Ea5CCA00AAD 
AADZZ907AADD0627ia6D0A3ABSCB10j 4949 
DA 1370 DATA 0ZE6CCB1CD91CDCBC007D0F7D6B2 
AS0Z10DSa9FBBBC5A6C53«£DB73S85G5BD02DB 
0DB3D0ADB8DB29BCFBB0ZD3029A4C0^ 6616 
TT llAA DATA 4C5027aDflDD0290CFBlA29B4FeB0 
A0C0206EZ04C3B27AGCG2B7620A0C9DD5026AB 
4C5E27AD4CD0Z90CF00A2A90Z7A4B1,47AA 
LH 1390 DATA efteB4CSE2708Z03A546EDE0AAZBC 
A90BAA99FB3D99rB3ECSE4E01AD4F4Za9629BD 
1ED0002B7A274C8527A9BBA2209D00,5520 
XE 1408 DATA 3EE0D0FA60A900A2209DBe3FE8D0 
F A6 0 A 2 BBB A A49 1 9 9 883 C CSE BE 0 BED DF7 B El A D0 
8EB53006B0ABCAD0032064ZS60287A, 8874 


ZD 1410 DATA 27A9EC8SC58B893820372885C660 
ADAE30C902D0F8ADe938D8eB20142AADeE30r0 
E820AE 2 7 A D0 9 3 BFA FeA SB6 G920F AEA, 56 9 7 
IC 1420 DATA C6C52aS6Z0A6CAF002C0C5A200A4 
C6Bfr942l99003ECaE0EBBCDeF4A5C58B02D0AD 
ADD02 904F A0CA 5 C5 0 5CF A 5C6 Z0 6 A Z 6,64 3 3 
RD 1438 BATA 4C2AZBAD0CDO2904Fea6209A274C 
2A2SADB0De29e4Fe0F2030Z6Z07AZ78PlED00D 
a93BZa9&Z9B0DSCAFB0BAD8AD2290F,4177 
m 1440 DATA D804A5eiD0ACAD0ADZ3aE97Z9eFS 
69Z029FEBD0A3A60A6C638ED0A3BF0e098e3C6 
C4G8E6C&682O3720G830A6A5CF3BE9» 5754 
TI 1450 DATA ZB4C7DZeA5CF49FF1S69794A4A4A 
4A86C9AAFEae3BBD562GA4A90BAA99013D99Bl 
3FQBEBE08EDBF4flElADaA5f:9C5C4D0j 6046 
JM 1460 DATA 0EA58aF08A28502AA5GAD00320e4 
2560A D 0E3 0 D904F B06 A D083 BP0 &E 6 0 AD0 930D 0 
8020142ABD8E30F068ZOAE27AD0930,4531 
GD 1470 DATA F0FBA5CGC960FBDCCGC5Z901D0A8 
A5CAF002C6C5205628A208A4C68DA02199083E 
C8EBE814DeF4A5C50D02BOAP0B30D0^6667 
JZ 14BA DATA 29A5i:5C980D8Z326a5£7A9ei0D8G 
3eA4G604C6A93099843F99eE3FA9C099O93r8D 
0S30A9a685C70De3D0AD063AF013AS « 5342 
TE 1490 DATA C734E903G5C7«De3D0C920D005A9 
00aDeB3eADB0D02904r08FZ07A274D0930ZA96 
290DlEDO203a25AD0DD0290SF011AS,4654 
GC 1580 DATA C7B5CFA5C0G90F2B6A2820212AQD 
1ED8ADBDD0290DF817AZ00A401AA99023FCBEB 
£0e7D8F72890Z720Z12A4DlED860A2,5329 
A£ 1510 DATA 04DaA6Z09629A205CAF£DC3aeDDC 
38C9iAD809A9ie9DDC30£e00D0E€20212AG0A2 
00380DDC3aFPEA21F00490148A08E8,5729 
00 1520 DATA EO06D8EEAZ8ODDDC309DEA31EBE0 
06B 8750 AA5C ADR ABA 513Z907D03 3E613A D0E 30 
AD8B3BD0Z9AB0AD22903AAADIAZA8D,56#4 
CO 163A DATA C2028DC302E80E0E30EE0C3OABAC 
38QBAD3e28742745CSAD02D008C78D03D06030 
BA8C00ADAD30F004CE0D30608DDE38«4789 
OH 1548 DATA 68A93C4DDr3e«D84D260AD8r38r8 
a BCE A F304A40 8D0 5D2 AD00 30F 810 A9088P 01D2 
EE0G38ADe63O29B70De6380A0A0A8D « 4353 
LP 1550 DATA 0AD2DA03eD01D200A284BD003OF8 
0CC A10F 886 C AO9 008 5B0208E2 880A9 808 DDC 3 0 
Z0F0Z1A90105OD0513A901BD1C022B,4980 
QZ 156A BATA D22920A224ZA3F25209B24Z0aB26 
2 0BE 2 7 2 A802A Z0 2 AZ A28502 A AD A F 30 ADA 630D0 
e9AD053025CAFeO2D025ADlCe2D0FBj3963 
PH 157A DATA B54DAD1FD0C905D0C1A90e050B6B 
01DZ8P03D28DA5D2ADB4A2D0F0E6DD4C7AZAA9 
0005BDA932BD1CB2AD1C02B0FBAB84,G0S5 
CB 1580 DATA 02D0FB4C712A0A8000eA00«00000 
00080080000008000088000000008000000000 
800000000000000000800000000000 ^ 692 



GJ 20 OPEN Bl,4,0i “DrSKiRHlBN . 00^** 

DC 30 POKE 860«7:POKE 0SZj0lPBKE fl53,32:P 
DKE B56,255|POKE 057^258 
50 40 M=|l9RtADR * 16) 

80 50 CLOSE ai1M=USR10232) 
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SUPPORTING YOUR ATARI 


UPGRADED TO ST? 

Don't throw your old files away use 

TARITALK 

The most effective way of tronsfening files from your Atari 
8 brt system ta your ST without the need for a costly 
interfcKe, TARITALK comes complete with interface coble 
and software to transfer text files, dofobase Information, 
picfures, music files ond more to your ST 

TARITAiK is just £19.95 
and is available exclusively from PAGE 6 
■ use the order form or telephone us for credit cord orders 


BLANK DISKS 


LIMITED OFFER 

FIFTY 

BLANK 3.5” DISKS 


£35 


CEFmFIED DOUBLE SIDED JAPANESE UHBRANDED TOP QUALITY DfSKS 
BOXED IN FIFIES-no labels 


Order from PAGE 6, P.O. BOX 54, STAFFORD, STlS lOR 
Credits card orders accepted on 0785 213520 or by FAX or 0785 54355 


TRANSDISK IV 

Now available exclusively from PAGE 6 SOFHWARE 

NOW YOU CAN TRANSFER YOUR CASSETTE 
GAMES TO DISK WiTH EASE 

TRANSDISK IV rs a simple to use utility that will 
transfer all your cassette games to disk - easily 
and quickly! 

• Handles any type of cassette format 

• Handles casseHes that load extra levels 

• Allows several games on one disk 

• Use full memory on XL/XE machines 

• Handles cassettes that need 64k memory 
e Full step by step instructions included 

• Complete with chart of exactly how to trans¬ 
fer the more popular games 

TRANSDISK IV is £19.95 
exclusively from PAGE 6 


Port and lUCkint kM in UK. S4nd clunuft dr P.IJ. qr qvort AES*M/Vit.a ramker ti 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
Teltphcne orders by Access er Visa accepted. Tel. OTPS 21392S 


READERS 


OFFERS 

See this page and inside covers for details 

FOR YOUR XL/XE 



□ TRANSDISK IV 

£19.95 



SPELL ME 



1 1 Cassette 

£4.95 


r 1 Disk 

£6.95 

n MINI OFFICE II 

£14.95 

n TIME & MAGIK 

£9.95 

□ THE BIG DEMO 

£3,95 



ISSUE 43 DISK (with ASTROWARP) 

£2.95 



ISSUE 42 DISK (with BHIK-BAT) 

£2.95 



ISSUE 41 DISK (with DOUBLE BONUS) 

£2.95 



ISSUE 40 DISK {with GRIDWARS) 

£2.95 



ISSUE 39 DISK {with PRO GOLF) 

£2.95 

□ TURBO BASIC (Disk) 

£3.95 


n FLIGHT SIMULATOR II {wHh FREE BOOK) £34.95 


SCENERY DISK 3 £12.95 

SCENERY DISK 5 £12.95 
SAN FRANCISCO £14.95 


SCENERY DISK 4 £12,SS 
SCENERY DISK 6 £12.95 
JAPAN £14.95 


Please nole that many Scerrery disks are in very short supply 


FOR YOUR ST 


□ TARI-TALK 

□ ST TYPING TUTOR 


_ STOS BASIC 

_ STOS MAESTRO PLUS 

_] STOS SPRITES 600 
ZJ GAMES GALORE 


£T9.35 

£2.95 

£21.95 

£49.95 

£10,95 

£14.95 


H 


SPECIAL ADVENTURE OFFERS 
THE JADE STONE 
DOMES OF 3HA 


£4.99 

£7.50 


□ CLIP ART COLLECTION 1 

□ CLIP ART COLLECTION 2 

□ CLIP ART COLLECTION 3 


£ 10.00 

£10.00 

£10.00 


Postage included In U.K. Europe add £1 per order. 
Elsewhere in the World add £2 per order. 


Name 

Address 


I I Cheque/Postal Order enclosed for E 
1 1 1 wish to pay by Access/Mastercard/Eurocard/Visa 
cc«t N», □□□□ □□□□ □□□□ □□□□ 


Please debit my credit card above with £ 
Signature .... 


EKpiry date 


Send your order to 
PAGE 6 PUBLISHING 
P.O. BOX, 54, STAFFORD, ST16 1DR 

F1 hb9 « aMaw up tc 2S days lor delivery 

PtaHBliHl 1i« 10 pheloopy this lonn or wriie youronder Vyou io rwiwsprt tocutllie nuguine 


New Alari Ui*f - Issue 43 


49 


































































XL/XE CHEATS 








Maiiro Maestromzi updates 
last issue’s program with 
cheats for even more games! 


T his utility fcillowa uii from the TAPESTER program pre¬ 
sented last issue and Is actuEilly an enhanced version of 
that program. 

Whilst the original TAPSTER works fine on the games It was 
intended for there are one or two problems in using it for other 
games. For example the program uses page 6 in memory so 
that any game which uses this area, such as NINJA COMMAN¬ 
DO, will not work with It- Secondly it left BASIC enabled so 
that games whlcJi need to run without BASIC wouldn’t work 
correctly. Tliis enhanced version will switeh off BASIC and 
move itself from page 6 to Qie to end of memory thus leaving 
page 6 free for those games that need it. 

The instrtictlons for use are the same as the original but, to 
recap, you should type in the listing and CSAVE it then remove 
die FIEM from the line referring to the game you wish to play 
leaving only the word DATA and the numbers following. Note 
that for THUNDERFOX you will have to do this to two lines. 
Now place your tape in the cassette deck, press PIJ'lY and RUN 
the TAPE:STER program, Your game will be loaded, modifted 
and run. 

One peculiarity with THUNDERFOX is that the display will 
indicate when you have lost your first Ufe but, after that, you 
will have infinite lives and the display will not change. 

Finally thank you to Daniel Welch for the original program on 
which this version Is based. 


TAPESTER Mk II CHEATS 

NINJA COMMANDO 

Infinite lives! 

THUNDERFOX 

Infinite lives! 

TRANSMUTER 

255 lives! 

AIRSTRIKE 2 

255 lives! 

OLLIES FOLLIES 

255 lives! 

SCOOTER 

255 lives! 




EH e REM M rt M H MMI I HHUlU t J U R UM MM li W W WMM i CMMl I MITK 
OF 1 tt£H » THE TAF^E&TER Hk IT * 

5Z 2 REM » * 

au s REM * bv H4ur« Maestranzi * 

TB # REM « * 

EM 5 NEK WWm tlll l H KMM MMliM NM W XlUi M MMMHMICKKKI i 
JH & REM « MEM RrARI USER - APRIL * 
EO 7 REM w MH i ii fifimmucwiiititw i tmiwitMm i cm i wi t i t Mti 
HH 8 REH 
NO ? REM 

le CRflPHIGS “PLEASE MAlt 

LP Z« RESTORE SB 

UR 30 TRAP 4«lR£A& A;POKE lSie + Z«At 1 = 1^1! 
GOTO SB 

EU 40 If A--1 THEN RESTORE SOtFOR G=i«74 
TO leeSiREAD AlPOKE G,A!NEKT ClPORE IN 
7S,PEERC17U6> 
tlJ PATA 
3 « , 3 

SO CO ? '^LOADING. * 

HA 7B Z-USRClS3fi| 

DH *• PATA 160,0.133,28 

3,i6t,Hl,133,204,16?,4Z>133,20S,16V*6 
,133. 206.163. 1,168,6,177^286. 145,2U3 

RA 90 PATA 136,ZO*.249.230,284,230,266,38 

2.ZOO,242,76,6,191,lOt.12,183^16,141,8 

2,3,32,00,220,169,3,141,63,3,169 
9H 166 PATA 6/,133,283,169, SO ,133,204,169 


,203,141,64,3,169,0,141,06,3,169,4,141 

,98,3,169,126,141,91,1,162,16 
HK 116 PATA 12,06,238,169,7,141,62,3,169, 
206,141,64,3,169,0,141,05,3,169,4,141, 
66,3.169,6,141,89,3,162 
NO 120 PATA 16,32,66,226,166,3,186,205,0, 
145,367, 136.16,24*.165,207,24.165,4,14 

1,04,3,166,200,106,0,141.05,3 
FZ 130 PATA 169,295,141,00,3,141,09.3,162 
,16,33,86.220,169,12.162,16,141,62,3,3 


2,86,220 

hr 146 BEK DATA 169,1X9,14 

1,39,5,109,191,141,46,9,76.134,4,169,2 
34,141,247,130,141,Z46,138,76,144,129 

SN 198 DEH i4!lll!M4!lfiIS PATA 162,31,189,149 
.191,149,224*202,16.248*169,238,141,58 


,7,159*8,141,91,7,76,224,8,X2,6,6 

ED 166 REH tiMli:iJNiUiig HJ4A00J DATA 32,134 

,6,169,234,141,20,113,141,21,113,141,2 

2,113,76*64,38 

LL 170 REK HrH:M!llllifa PATA 169,139,141,10 
7,6,169,191*141,108,6,76,6,6,169,259,1 
41,174,00.76,0,08 

CO lOO REM ^ DATA 169.Z&5,141,1 

13,44,76,134,27 

OC 198 REM ran001143 DATA 32,6,6,169 

,296,141,109,45,70,53,44,-1 
NU ZOO REH MNUlriiiiiifl PATA 32,6,36,169,255,1 
41,48,116,76*102,115,-1 


SO 
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FOR SALE 


PH INTER: 1D29 plus de&c^nclef 
lant ROiM end sppi? ribbof. L<tlle 
LKsd, £:Q0- Uulti-i>/iei!vt$rnri ^itTi 
Kmodem software plus Daialari 
serial Interlace. E40. cPIOl Printer 
Bvfl«r {7K byte) and inlarfaca (sa- 
r>al p<yl Lo GentrnnKs). E40. Black- 
Iharn prirtlor interfarja (lor daisy 
Chaining serial port and giving 
Centronics output), £3b. Sparta- 
D05 Construction Sal tvitti manu¬ 
als. £17. Ptiqne Keith on 
0245-369030 

XL SYSTEM: 300XL, OS Con- 
t^ifiller Card. 'Yoflsie' 2KK mfimpry 
expansion. 1050 drive wi|h US 
Dodbler -t SpartaDOS 3. 950 inter^ 
Faice. bocks, mage^lne^s., etc. Also 
Juki 5510 primer [ne head], Tel; 
0506-55992 afler 7pm 

XL SYSTEM: 900XJL, 1010 data 

reCPifCter,. 1050 disk drive, 1020 
printen^lctler plus joystick. Centro¬ 
nics interfacB and broken 1027 
printer. Much software including 
Alari-Viftiter delebase. Homa FlRrig 
Manager. Turbo Basic, AssamWer. 
FiS Strike Eagle, Trivial Pursuits 
and manjr more Also complete ssi 
ol Atari Llser and many Monitor 
and Page 6 magazines as well as 
VCHjr Atari Compmer and Assemb¬ 
ly Language Programming books. 
££50Q.n.o. Tel: 0&2S-53DW 

XL SYSTEM: BOOXL. 1060 disk 

dhve^ XC12 tape deck, touch lab- 
let. Over £200 wonh of software 
ImosUy games), all boKod and im- 
maculata. £190. Tel: 0442-53933 
iHamal Hampataad). 

MAGAZINES GAMES: Over 

2 years of Atari magazines, 
p^ect coodllion. also over 150 
games on tape and canridge in¬ 
cluding Star Flaiders. Star Raidoris 
II. Bruca Lee. Gauntlet. Leiader- 
board, Star Wars plu3 meny, niany 
more, all originalg.. Please phone: 
(K0$-a47ii 33 after 4om. 

S-BIT BARGAINS: .Atari touch 
tablet, £25'. Alphacorni ei Printer -H 
Atari interfaca -i- Atari Writar Plus 
4an dish). £65. Books: De Fte Atan. 
Mapping Tha Atari, Your Atari 
Computar,. Atari Basic, Ateri Sound 
A Graphics. Basic flelerenee 
Manual. Software; Bandits, Way- 
out 3D, Racing De&lruciion Set. 
Beach Head, Fun rrilb Art plus 
others. 4SK Alari 4-00 in v.g.c., 
Oftevs? Contacl Wtauro on 
01-445-1696 (Finchley}. 

I XXE SYSTEM: 13QXE. 1050 
diskdrive. 1027 printer, 1010tape 
dack, .all cableie. PSU's elc, plus 
books and software, eeoo o.n.o. 

, Cafl: 01-636-7213 (LOrtdon, 
Mafylebone) afiar 7pm Mon,'Fri 
OtfteiWisa- Ansafone. 

PRINTER: 1929 dot matrix in 
good condition, comptete wrtb 
leads, £100 o.n.o. Tel: 
0792-79*5369. 

L SYSTEM: aODXL, lOSOdisk 
drive. 1010 laps recordar, mm- 
plete with joystick, lodkable dnk 
box with 30 new (3M) disks. Ori¬ 
ginal InBlruction books, good 
salection of gamee (over iTOf on 
disk, cartridge ^nd tape, plus 11 
Alan LIser magswines, C15P. 

Phona; 021-362-4456 after 6pm. 


PRINTER: NLO MiCroP. Ool 
Mairjy pnntar (1 oaiao -tps}, still 
boxed. £00; Printer interface for 
Atari e-hil, £20; Da Fte Atari, £5; 
Mapping The Atari. £3; Technical 
User Notas ACKX'BOQ series (O S. 
and Handwara), £5 eaicn; Inside 
Atari Dos, £3; Several cnher books. 
Antics fi Analogs, Coniacl Russ 
Ford on D6£3-73D2tJ3 (Wcttingham 
area) 

XL SYSTEM: aoOXL, 1010 dala- 
Dcrder, 810 disk drive with Pilot 
Prog. 43 games on disk, 34 on 
tape and 5 on oadridge. plus 2 
joysticks, £205 o.n o J.M Crab 
tree. 66 Barnfield Road, Balva- 
dere, Kent. {03224-406331. 

XL SYSTEM: BOOXL (boxed), 
1050 diskdrive. 1010c-assefte 
player, 1099 dot malrin printer, af 
manuals and leads, Computer 
Houae hardware Mod (never lilted) 
with software 3 manuals, over 
£5*00 worth of soliware, £240 
one. Teiepnana: 0933-664195 
after 5pm. 

B-BFT INTERFACE: Will con- 
nact any Centronics type prinlor to 
any B-bil Alan 4<10.600. X£, XL, 
etc. Needs np software lutiy trans¬ 
parent, oompieie as new wiih in- 
slructions. cost E60.M. ouars tc: 

M Rouse. 4 Ouida Road, Carwey 
Island, Esse* SSB 7JP. 

XE SYSTEM: Includir^ 
keyboard, ligbftgun, joyslicks. XCl2 
detaooroer and iflEO printer 
{needs slight repair}, ever too 
games and rnany lup titles, basic 
programs on Lapa arid some 
beaks. Have upgraded ta BT and 
naad money to pay back loan!! 
Cost new approx £3$9 will sell for 
£16P o.n.D. Call Joey on: 
021-457-7706. 

XL SYSTEM: sooxL, x:ci2 ra- 
cordar. 2 x jet-lighter style joys¬ 
ticks, about 30 games (waMh 
£70-1-). toads af magazines- cover¬ 
ing about 3 years, only £l06 b.rt.o* 
Call: Wincheslef t<]962)-064567, 
Buyer OQllectS- 

aOO 4®K: With Atari Wtlier ROM. 
Basic ROM. 1627 Prinler, 1O10 
cassette, all leads, pewar packs, 
etc. £80 ar split. -610 Disk Drive, 
read but no write lunctian, £35. 

Tal: 0932-344410 (eveningsli. 
Wsybndge, Surrey. 

XE SYSTEM: esXE. XCl2data 
recorder. 0X40 joystick. Over £200 
worih ol games on cassette and 
carirldge. included are many 
books arid megazmes. Used over 
just one year. All games are boxed 
and in axcallerTt conditipn. [Buyer 
must coilact). Pbene Boris on 
0260-747565 after 5pm except 
Sundays. 

XL SYSTEM: BOOXL XC12 dala 
rSCOrdar. all leads and originat in- 
Slrudion baohs plus seftwere 
worth Dvar £853, Atari User niage- 
zinas. OMers over £293. buyer 
must callect (Midlottiian area), Tirt; 
OaiHGGO-5275 after 6pm. 

PRINTER: 1029 dot matrix wlh 
dust COvar, 7 re-inkad ribbans. 
numerous programs la use with 
1029, incliKling 19-Print, Ward 
PracBssor. Digital Ed'rlor * hun¬ 
dreds af icons end 1 DO sheets of 
fenlold paper, £190 0 -n.o. Buyer 
callecis. Phone: 091-56667^5 
(Peterlee. Co. Durhamji. 


XL SYSTEM: BOOXL, 1950 Digk 
Drive, 419 cassette, joystick, and 
Irackball. ROMs:- Star Ftaiders-, 
Eastern Frpnl, Assembler Edftor, 
Microsofl Basic and Alari Basic. 
Disks: UUima III A IV, F15, Mar- 
cenary, Palm, Super 3D plotler, 
Vaicamastar Sampiar. BASIC 
Compilar, Altamate Reality, many 
advanlure, graphic, and flight 
games. Technippil manuals;- Map¬ 
ping The Alari I 6 ii. Compute I 
iDaoks, £200 the lei, may spill. Also 
1029 D&1 Matrix Printer with 
graphics capability, £80 o.n.o. Call 
David on; 01-590-7771 avanings 
only. 

BLANK DISKS: Due tb sale of 
my BT I have 60 ^ 3,6 DS'DD 
Dysan disks lor saia, an brand riew 
and in sealed packs, £20 lor 20 cr 
all 60 for £60 {including paatage). 
Ca>; 0524-54903 lar details. 

XE SYSTEM: t30XE, XCi2 
tape deck, 32 cassettes, 15 cer- 
Iridgas, £115 a.n.a. XF551 Dis* 
Drive, disk bos. 3 adventure 
games, Trensdisk |V and several 
other dIsAS. ElSOO.rt.o. 15 Atari 
User magazines, £7, or complete 
package for £220. Phone: 

0733-71B32. (Buyer collacts). 

XL SYSTEM: BOOXL. 410 recor¬ 
der, loads of software end niaga- 
linee including the V£RV FIRST 
eddipn hf Atari User Irom 1905 All 
manuals lor computer included. 
Low price lor quick sale, only £90. 
Phone Tahri on; 01-903-0394. 

XL SYSTEM; 600X1, 1050 Disk 
Drive, 1 029 Printer, all manuals, 
joystick, spare ribbons, dusl cov¬ 
ers. box of paper, gam*.s. axlra 
disks and many other extras, all in 
good condiiioni, £220 D.n.o. Phane: 
01-901 -0120 (Adrian Laurenoa). 

DISK DRIVE: IN DUS GT with 
BO-i- disks, manuals and instruc¬ 
tions. dusi cover, etc., Ei 50. 

Phone 0472-750855 

XE SYSTEM; 130 XE. 1050 disk 
drive. 1029 printer, lOIOcasBatte 
recorder and joystick. Luts d 
diSksi'lHpea‘'carlri(^BE including Si¬ 
lent Barvica. Hilchhiker's Guide Te 
The Galazy, Trivial Pursuits, busi¬ 
ness uiilHies such as Mint Ohice II 
Complete vwiti manuals, leads, lull 
box of printer paper and disk 
boxes. In very good working order, 
£310 lor qukk E-ale. Contact Dami- 
ric after Spm on 0229-57929. 

XL SYSTEM; BOOXL. XCl2 re¬ 
corder and 25 games on cassette. 
joyaticK, £B3. Exaellend conOftlpn. 
Tel: 01-574-6240 

XE SYSTEM: 130XE, xci2 

casEetla recordar., 2 jayslicks, 

£200 worth of software. £1QO 
worth af utilities inriuding Assemb- 
lef.'Edftor, back-up casse-tte sys¬ 
tem, books worth ovpf £150 iricSud- 
ing Mapping The Atari, Co«ipute''i 
VcH 2, 2ind S. 3^0* Book Of Ateri, 
magazlries nxSuding Page 6 20 - 
present issue, some Monitor 8 
Analog All in perfect ocndilion. 
Open to oftara. Plaase write to: 
Imab Abcrjdeya. 74 Eaker Park, 
Lucan, Cp. Dublin, Ireland 

PRINTER: 1029, irt good as new 
wndltlon. Includes connector lead, 
new rlbtMn, cover and Alan Wntar. 
In originat packing. £70. Phone 
Alan on; 6734 860540 weekends 
dr after 7 pm weekdays 


e'BIT BARGAINS: iSOXEinc 
Ccntfdller' card, £99.00: BOOXL, old 
and unused tor ages. £26.00:1050 
disk drive, double-danaily. £S9.99; 
1950 disk drive, dcuble-danaity r 
artftiiver. £95.90; 1029 Printer, 
£35.00: iDi9 cassette, oW and un¬ 
used for ages, £16.00; 1027 Prhl- 
ler. brpfcen, £5.00: 850 Interface, 
includirig Atari lo PC cable. 

£60.00; PanaEonic KXP1QS1 
Epson cempalibie primer. £100; 
plus lets of games and utilitias on 
Disk and ROM and 5e*vieral uselut 
ilams of hardware. Centad: Roger 
Bowerinq, £3 Priory Close. C?art- 
lord, Kent 0A1 2JF (0322-79509 ■ 
Home; 01 356 9970 • Work). 

XE SYSTEM: 130XE. IQSO Disk 
Drive with Hyper drive chip, XCl2 
recorder, speech aynthesiser. over 
£69 worth of magazines, £120 
worth al software, disk holder and 
blank disks, all worth over £500 
and selling lor £300 Buyer col¬ 
lects Phone: Cdventry 
(0203) =441932 afler 5pm. 

GAMES CONSOLE: Atan 
2000 Gemea Miaohins' complete 
■with all leads end joysilch. Cenlipa- 
de game also Included. Unwanted 
priz&. sd brand new' Bargain at 
omy £30, Phona: 6737-772116 
(Retibill). 

PRINTER BARGAIN: 1029. 
baxad and indudes manual and 
Dump 1029 utility. AI^O'includes 
Atari Wriler software. £75 Write tO: 
Peler Graham. 4 S-ior^date Ctosa. 
Pool-In-Wharfedaie, OUey LS21 
lOTorTat: 0532-943390. 

XL SYSTEM: 8Q6XL, ex-cellent 
condilion, boxed (ariginalf wilh 
manuals, ate. ideal raplacamanV 
backup. £3S * £2 poslasje. Also 
IDSC Disk Drive, immaculate ■con¬ 
dition. boxed wiih manual&'dlsxs. 
£100 -I- £3 postage. Tel: Shrews¬ 
bury 249094. 

XL SYSTEM: BOQXL {Contfoller 
card Httad]. 1050 disk Okiite (US 
Ocublerl, both in exceKent condl- 
liar» incKding all packagirxp, elc. 2 
X joysticks, over EMO worth soft¬ 
ware on -disk, Techhical Reierenca 
Notes and 130XE fiandbonk. Any 
olters? Ring James cm: 

0364-73473 attar 4pm. 

XE SYSTEM: 13OXE, XCn. 
1060 disk drive, 1029* Printer, 1029 
Plotter, loetfc dl software Including 
Turbo Basic, Mlm Otiice II, many 
games,, hooks including De Re 
Atari. Technical Ralerence Nates. 
Revised Mapping The Atari end 
many morA tapes, disks and 
books, too many to list! All bgx^ 
with manuals, ate, £499 o-v,n.o. 
Tel: Pete Stray an 0920-673553 
after 7pm 

XL SYSTEM: BOOXL. lOSOdisk 
drive. 1019 cassette, joysiick, 
laedE ol saftwere an disk, cassette 
and ROM (includir^ many S.S.I. 
and Microprasa titles), magazines 
(including EVERY issue ol Atari 
User), all in pedect working order 
mosl in original boxes, ofter'S 
.around £175 (Buyer collects). Also 
ICC Prlnlev conneetton. £15; Mini 
Ohice 11. £10; Print Shop, £12; 2nd 
806XL (faulty but camptete wilh 
power suppiy} 1ar spares - any 
oHars? Telephone: M Newman, 
(9277)-264fi26 {daylimel. or 
|9245)-268Dfi3 (evenings) 


XE SYSTEM: $5XE XCiJdata 
corder. XF551 disk drive. Trans- 
disk IV, 70* top guairty games on 
{lasseftb and disk including Speed- 
njrii, Kenny Dalgfcfih, Trivial Pur¬ 
suits.. etc. Disk bax and laaidsa 
mags worth £450, asking £249 
□.n.Q. No spills. Ring: Wowng 
(64e3)-72QS33. 

XL SYSTEM; iOpXL, 1050 disk 
drive, ICUD recorder, 1927 printar, 
622 primer, software, books and 
manuals. Any oilers Dansidered or 
exchange for ST hardware. Phane: 
EKSier 57301. 

PRINTER: Star LC16colour 
printer in excellent condition, com¬ 
plete with alt manuals arxJ priniar 
interlace (Graphix AT). Still in box, 
hfters abdvS £150 acaepled. Tel: 
0944-53815. Buyer must oallect 
(Chinnor. Oxan). 

XL SYSTEM: SQPXL, llJSOdisk 
drive, complete with Quick Shot 
joyaiick and paddias, around £100 
worth ol software. Assembler car- 
Iridpe, Mapping The Alari R-evlEed, 
sail lOr £1B6 o.n.o. Canlactr SteV'e 
HolineE, 5 Whilmare Avenge, 
GrasEmoor, Chesterfield. S42 5AE. 

XL SYSTEM: BOOXL, 1050 disk 
drive with joysiick, leads, P.S.U. 
and manuals plus DOS, Prlntshap 
and blank disks All traxed and in 
mrnt condition, only £120. Teta- 
phanO; Kevin on 0709-772165. 

XL SYSTEM: 2 x 6D0XL compu 
lers. £35 each, IQSO disk. dVlv4. 
£89,1910 cassette recorder. ElO, 
Philips 750E composite video 
gteen-screen monilor {to suit 
above). E40, Graphi* AT parallel 
printer iniOiiace, £29. Miracte 
Datatari modem intBrlBce.'eDftware, 
£25, Mini Office II. £8. fiir^: 
0703-730191 efterO.^apm 

XL SYSTEM: SOOXL wilh Can- 
iTdllerCard. 1050 diskdrive, 1929 
primer, cassette deck, lauch tablet. 
£400- 0*1 Saltwara including busi¬ 
ness and uHibiee. spare disks, etc. 
All in superb conditian. £35*0 
o.v.n.a. Phone John on: 
0354-54018. 

25eK UPGRADE: Vothy 256K 
memory upgrade lor Atari 6O0XL 
or bgoXL. Brand new unused, £70. 
Write to: Mr.3. Young, 94 Man- 
gravel Avanue, Maidstane, Kent 
ME15 9BE. 

VARIOUS: 1929 Printer. CBO; 
Aleri Wntef. Fleelsyslem II. MMG 
Date Manager. Vlslcalc,£5 each; 
Mapping The Atari (FteV), Atari 
BASIC Source Book, £8 each; 19 
X Page 6 {issue IS onnvarde), Ateri 
Usar (issue 1 □nwa.rdE), Antic 
(issuae 2:3 1 2:8). ofterj- Tel: 
0747-070409. 

XE SYSTEM: 65X6, dalacordar, 
disk drive, 2 iKJysJliCkS. aver £200 
worth flf software and nvagazines. 
Will not split, £250. Tel: 
01-904-7020 alter 6.30pm. 

XL SYSTEM: BOOXL wflh built in 
Onnamcm. 1050 disk drive with U0 
□aubler, power pecks and cabtes 
* c*vier 50 disks wrlh a wida range 
of games. £ 1 50 0 n 0 . Write to: 
Gary Watssns, 13 Logan Way, 
Livingston, wesi Lothian EH&4 
9HF or Tal: 0600-30232. 
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FOR SALE 


XE SYSTEM: iSOXE.XCtS 
cassene, 2 joy&iicKs plus nvBr 
EIM wsrth of ROM cartridge and 
SOftwarB. jAII bOsied ss 
new and in perfact orda^, El 75 
□.H-n-. Tdl: Dw^rtd an O1-&22'9306- 
{NB. STD Mde will ba 071 ari«r 
6tti Ma^ 1090). 

XLSVSTEH:MI0XL. ID&D 
di-iHifl, 1<l10 dBta rsaiJ'der. CX4D 
[ojrsllcli, atl bnxBd and m eKoellanl 
condiliWl. Alw 1029 Printer, KJtt- 
ware inCludiOQ: Mini dMca II. ISi^sic 
TuEar Pack, Dracpnus, Joe Blade, 
fled Max + man^ others, Man 
Usef mags. £250 O.ri-O- Na splilS. 
Tel Wadord 036775 or Uxbfidga 
55940. 


WANTED 


DISK DRIVE: 1050 in godd 
wortung arder at ESO or under. Tel, 
Craig on 0253-691259- 

WATSON’S NOTES: Third 
booh In the series, 'Mahlng ©BBia 
Wortt" by 0 .Kedam and I Kaiiky. 

UlisI b& in good oondilion, will pay 
good pries lor it Ring Trysian on 
0&72-77972 on weekdays in IhS 
evening. 

PROGRAM HELP: Can any¬ 
one help me with lh& problem I 
have- in running a program on tha 
6SXE lor word processing dW? 

Tom E. Steagall, 64. Covenlon 
Road, Aylesbyry, Bocks, HPl-? 

1ND. 

DISK DRIVE: i£>5d Idr XE sys 
lam Most be in working ordar and 
ai a raasorvable prices (London 
.Area). Tel: 01-066-6952 or writa to. 
J.F. Bull* 142. Easlcobe Road. Pils¬ 
ner, Middlesex HAS 1EZ. 

MAGAZINES: I want to com¬ 
plete my magazine oo^lactlon. I'm 
searching toT Pape 6 1-18, Atari 
us#r iSi’aS - Z'56 and Analog Mas. 
29, 29. 30. 32 and 36, fleasonable 
price paid. Maka an Oher lo: Qodo 
JursS. AwaudB^ts. 50. D<2DOO. 
Hamburg 36. West Germany 

DISK DRIVE & PRINTER: 

Must ba in good working ordar. Will 
pay up to £701W OilTier. Write to 
S. Srooks. tfl Oak Close. $um- 
fflorhlil, Wrexham. Clwyd LL11 
4HP or Phone: 0973-7^464. 

DISK DRIVE: 1050 in reason¬ 
able Dondilion and under £40. Also 
any type of disk-based sodwara,. 
Phorve R. Hani& on 092S-64Q029 
or write to: 15 Green Farm End, 
KirWion. Warks. CV35 DID. 

KYAN PASCAL: Any inlorma- 
lion on this needed for the SBH 
Atari. Wharft 1t> obtain a copy O^l 
the compiler and^or the Kyan Sys¬ 
tem utilitiBE.. Any help will be 
apprecieted. Thank you* C. Skip- 
say* 16 Dunvegan. Vigo. Birtlay, 
Co. Durham DH3 2JH. 

DEAD DISK DRIVES!!: 1050e 
in any condition consdared* up to 
£20.00 -r poslage will be paid. Any 
Other Atari hardware oonsidardd 
Please lalephono Mike on >(0734) 
833006 Of write to; M. Hatfoid, 90 
Hunters Hill. Burghfield Common, 


PRINTER: lQ291cr arourd 
£56.00 Telephone: Mr Martlew on 
0704-804593. 

MORSE CODE TUTOR: For 
eOOXL'dtsk. Tel: 0932-344410 
tEvanlngs). Waybrldge. Surrey. 

DISK DRIVE: 1050 in working 
order. Atari Writer plus dish {origin¬ 
al}. WasL Midlands area. WlU alsci 
consider other BOOXL equipment. 
Phone: 021-502-lCa7 aarty 
pyenings. 

tape DECK: Desperately re¬ 
quired! Any mtodal (4D0. lOlQ, 

XC12. xCti) but must be m good 
condition with lead&'power supply. 
£15.00 oirerad. Phone Oliver on 
Madstona (06221-861664 alter 
6pm any n^y. 

disk DRIVE: 1D50 in gcod con- 

dttibn, any raasor^ablO price paid. 
Wnl* 1o; D. Chadwick.. 13$ Town- 
slieid Road. Westhougllton, Wr. 

Bolton BL5 2NT. 

PAGE 6 BACK ISSUE: Hum¬ 
ber 35 warned. Please contact 
Andrew lAftlliama, S Cadax CloiBe, 
Lawsey Estate, ljulon, Beds LU4 
Q3A or Tel: Luton 605960 belwaan 
Spn»-7pm 

TOUCH TABLET: With Atari 
Artist wanted. Telepho™ Chris 
Hudson on: 0436-71961. 

PRINT SHOP COMPANION: 

Wanted preferably with Instruc¬ 
tions, ihbugh not necessaty. 

Please phone Stuart 0*1: 
0302-931921. 

DISK DRIVE: 1056. must be 
cheap and in working order. 

Please write 10 ; PBbert Morris, 213 
Monmouth Dr'rve, Sutlon Coldfield, 
west Midlands B73 6JS. 

BRODERBUND'a ARCADE 
MACHINE: Any condilibn on pri- 
girxal cassette Also any other 
game dasigners (on caaseHe Of 
ROM}, programming bocka. Frtsg- 
ger (cassena) and cattridgas. 

Please write (with SAE) to; Amjid 
at 53 Clifle Street, KSighley. West 
Yorksnire @D21 2ET. 

SCENERY DISKS: Flight Sim II 
disks for Japan and Western 
Europe. Phone Richard Martin on: 
D1-992-9655. 

SPARTADOS X: Musi he in ©x 
celtent condilion. Good pnw peid. 
Will Obllect or pay poStagft, Phone: 
(Dublin) D1285129 any time 

TAPE RECORDER: XC1E 
wanted. Reaeonable price paid 
Write to: Meria Adams., 19 PattiSdn 
Street. Delvea, WaJsaH WS5 4PD. 

STM! 520’: PIue 1 h*eg external 
or™, TOS 1 09 or less, appros! 
£100. Phone: 99747^65&'212, 

EDUCATIONAL SOFT¬ 
WARE: Wanted urgemly for 
15'year-ptd 0QOXL user (on oaa- 
serte). Anything considered. Con. 
tect Urian on: Hedhill 0737-772116 
or write to 106, London Road, 
Hedhill, Surrey RHi 2JJ 

PRINTER: Competihl© with the 
1:MXE, would like Instruotiona. 
paper not essanlial, Will pay p--p. 
Ring Stuart on Dublin 2l 1Q40 aflSi' 
5pm or write to: 12. Carlton Road, 
MarirtO, Cublin 6. Ireland. 


SP ART ADOS X: With R Time 
S, Light pan a mouse (both wilh 
SOUware), Class Copy & Issue 
Disks 35-42 inclusive All muel be 
in good condition, reasonable price 
paid. Tel: 01 -260129 (Dublin). 

TRACKBALL'TOUCH TAB¬ 
LET: Wanted In gbod working 
order wyite to: Mr,s, Young, 94 
Mangrgvet Avenue, Mgidslorve, 

Kent ME1S9BE. 

DISK DRIVE: BJbit compatibla in 
gocd working order with all cables 
erxd -connections. Good price peid. 
Wnte to: R. Esplno, 36 Chaucor 
Road. Patarboroug^, Cambs. F£l 
3LN 

MAGAZINES: lesue 26 o1 Page 
6 and January 1909 {Vol 1 Ho.9) 
of the OLD Atari User. Will pay 
reasonable price plus postage o* 
swap for Cut 'n' Pa&te. tf not then 
any otfers to* Cut 'n' Paste original 
on disk? Tel: Richard on 
O3D2-704e42. 

TRANSDISK IV: Heeded with 
inatrurtiwns, reasonabla price paid. 
Contact: Harry gl 30, Framfteld 
Hoad. London H6 ILIIJ (Tel: 
01-369-1177 Artsaphone). 

DISK DRIVE: 1036 in good con¬ 
ditio*! and £30 or less, 1 em a 
begiruier end if possible would like 
DOS 2 6 thrown in plus some hints 
and tips. Tel: 6482-369959. 

GAME INSTRUCTIONS: I re 

cently purchased Mediator {English 
Software) from a 1ner>d. tut it had 
no instructiona wlh ll Plaaaa help, 
Write to: Auram Dumitresov. 190 
Colinni*ll, PolagliSS, Dunmurry, 
Beltast. N.lraland BT17 0ALJ. 

EXCALIBUR LOST: Is anyone 
eUe to- pvovde ma wilti a copy of 
the instrurdions lo* playing this old 
Apex game? Mine hgva dia- 
aOpeared under water! Phocta: 
0732-842094 (Evenings). 

TANDY ADAPTOR; Memofy 
plus expansion adaptor for Tandy 
lOOQHX compgrter (Cat.HO- 
25-1062) andiOr Tandy Plus flS- 
232C Upgrade Board (Cat. No. 
25-1031}. Call; D1-636-7219 (Lon¬ 
don, Mgrylebone) alter 7pm Mom' 
Fri, otherwise Ansalone. 

BASIC HANDBOOK; The 

BASIC Handbook hy Davrd A. Lien 
(tompusbit), also Atari User a 
Monitor magazine daks. Machine 
Language 1st 3. 2nd. Ron James, 
3Lauderdale Road. Hibblelnn, 
Preston Pfl2 SRO. (Tel: 
9772-791470]. 

DATACORDEH: XD12 ivantad 
lor use with BOOXL- Write 10: Ger- 
fard Griffin. 11 Carrail Lie. Shan¬ 
non. Co. Clare, Eve 

disk DRIVE: 1050 In good 
working order. Phona Brcoslar 
(0089}-346939 alter S OOpm on 
weekdays 


PENPALS 


S-BIT USERS: Hi! My name is 
David, I am a aS-year-old Ala*ian. 

My set-up is as lollows: SODXL, 

1050 enharxted drive and 1010 
latM und-1 am inierested irr aimula 
tions, adventures, shoot 'em ups 
and Hying games. All letler? 
answered Also, can PAUL RIXOH 
and LUIS EDWARDS fHease CtJr- 
tact me as I have movad from 
Biratall. Write lt>: David Foggir, 2l 
Fairview Raad, Caringhow, Bailey, 
West Yorkshire WFl7 8EH. 

65XE USERS; I would Ilka to 
hear trO(*i anybody who owns a 
6SXE DompUler and likaS playing 
software Dr doing own programs 
Irom the manuals with the CO*npU- 
ler. Paul Ellis. 15 Biackthom Road. 
Witham, Essex CM8 2XZ. [Tel. 
OaT-e-Jt 1278). 

AUSTRALIAN PENPAL: My 

noma is Glen Ivay and I am en 
10-Vear-Qld Atari user with 800XL, 
lCi59diBk drive. lOSO Duplicator. 
300 BPS Modem, IQIO tape recor- 
cjer and disks. I am inlereslad in 
any sport or athletic leisure so if 
y*L) own a disk drive end speak 
English, you can write in English 
from anywhere in the world- Write 
to: Gian iwey. 630 Hamilton Road, 
W. Charmside 4032. Brisbane- 
Queensland. AUSTRALIA. 

PRINTER HELP.'PENPALS; 

Helpl’ Can I cormect an 8956 ther’ 
mal printer to my XL'* H so. how? 
Any advice weloome I would also 
like to ctHitad 0 -BtI tap« and disk- 
basad users ©round Ihe WJrld. I 
am into Phil Cdllins, Tolkien. 

Jamra Herbert and Tom Clancy. 
Grab your pens or pfinters and 
wxrte to: staven Wilds. c'Paye&as 
30. 07469 Pollansa. Mallorca, 
g-p,AlN- All letters answered! 

WANTED!!; Aiari ST viruses, 
i BoolsaClor or link, type) For dissec¬ 
tion & research. Also roqutred. 
Amaricar contacts into GFA Basic 
programming and.'or role-playing 
ganves!! Plaasa write to: MlioMfre. 
Anncolf, Hylas Lane, Rhuddlan, 
Clwyd 14-10 SAG. (It any virus kil¬ 
ler autnors want to swap hints, 
ate., • get m toijch please I*}. 


e-BIT CONTACTS: I am look¬ 
ing lor reliabla 0-bit enthusiasts to 
exchange programming Ideas 
(machine code or BASIC, elc). I 
would aspecislly like to hear from 
any XL'XE owners or a user gyoup 
In the ManSlieW area. All lalterS 
will bo answered. Please enclose a 
S.A.E. Writa C-o Sieve at 112. Beck 
Crescent. ManFsIietd, fJotlS NG19 
6SW. 

HELP!!: Anyone out there got 
Submarine Commander or Power- 
Slar-Pandora AdV. (both on car¬ 
tridge}. plus any sirale£iy.'‘R'PG' 
advantures? Tal: 0743-240094 
(Shrewsbury}. 

ST PENPALS: Contacts wan¬ 
ted, all letters anawartjd. Write to: 
Siguf-Dur G Gunnarsaork, Eskihlid 
4. 650 Sau-OarkroAi, 1C ELAND 

XL'XE DISK BASED 
USERS: i would like to get in 
touch With arry tfck-based Atari 
users 1e swap tips. ©It Write now 
to: D. Moore. $ The Almonds. 
Baarsted, Meidstona. Kent ME 14 
4LG. 

S-BIT PENPALS; Wanted any 
where. I have ah SOOXL, XC12 
arid soma software. I like all types 
ol games. Write tO’ Urisn 
Mehmaed. lOS, London Road, 
Redhii, Surrey RHl 2JJ, England. 

XL USERS: I have an 0OOXL 
and 1060 disk drive. I would like to 
swap hirrts, titSS and pfogramniiing 
ideas with anyor^ ■ anywhera. .All 
letters answerad. Write to: Colin, 

11 South Gresoani, East Oena. 
Rothe*Tiam. S6S 2XB 

S-BIT USERS: Does anyone 
know of a word processing prog¬ 
ram For the 0OOXL which will drive 
an EPBON-type pnnter (connaCted 
using an 859 inl.e*l3Wte) so that I 
dWt have to worry about insarling 
various ccndrol code sequences 
whan I'm typing im texl7 I have had 
problems using a Tandy LP7 prin¬ 
ter with my Atari. Wrila Co: Rick 
Yuan. Dapl, General EducaLion. 
Seulh Ausiralian In^liiute ol Tech¬ 
nology. Nofth Terrace, Adalaida. 
SA 5000, AUSTRALIA. 


IMPORTANT AmOUNCEMENT! 

CONTACT is now gening out ot hand. In future all 
notices will be limited to 

35 WORDS MAXIMUM 

(50 words allowed on PENPALS) 

Any notfC0 exceeding this limit WILL NOT APPEAFl. I 
CONTACT takes a long time to prepare and we do' 
not have time to edit entries so make sure you stick 
to the limit otherwise it will go straight in the tain 
(really!). It you have already sent a notice which 
you feel might be too long please resubmit it mak¬ 
ing sure that you identiify as a replaoement. 


CONTACT is FREE ef choree cind may hv used by any genuine Atorl entliusiusi 
for cnutacjling other owners- Any notice moy be included except those offering 
software only for suit- or exchaiige or those offering ilems for sale ctnnmercial 
ly The Lililor reserves the right to omit ony notice received at his discresian. 

Send your CONI ACT notice to CONTACT, TAGF f., P-O, Bo* -64, Stotford, «T 16 
IDR, Pltose writ*? your notice on a separote sheet of paper, not os part of a 
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A number of smalt companies seem to lie jpringp/ig up cktcs 
agarn ufitfi Mties and games for the ST, PHOENIX SOFT- 
WARE have an educational program called TEACH ME TO 
READ conslsd/ig of eleven programs that take a child 
through the varleus stages of laami/Tg tp read. Price Is 
£S.9d with additional data disks available at each. 
Further details from Phoenix Software, 4, New Forest View, 
Cowbridge. South Glamorgan, CF7 JET. SWITCHSOFT have 
launched a new paint program fhavent had one of these for 
a long hmoj called RAINTPOT at £2d.95 which works In 
colour or mono and can save pictures as .IMG ft'laa as well as 
other popular formats. They also produce THE LIMPET 
SWITCHBOX for £19.95 to swap between mouse and Joys¬ 
tick. Details from Switchsoft, Hawthorn Farmhouse, Stowe- 
by-Chartley, Staffs, ST 18 OLG. fl.HWRE, already somewhat 
more estahilshed, have SOPEPCAPD which they claim is a 
convi^^^B^y fresh approach to home and smaP business 
databases, as easy to use a a card Index file and priced at 
£24.95. B,WARE also have some new games, PEiVGLilN at 
£1 935 and SILLY BOl/iVCE and SUMP JACK at/ust £4.99. 
More details from H. Bytes Computer Systems, 19, South- 
heid Road, Hinckley, Leics- Tel. 0455 €13377. Over to the 
hig boys and the mega-games, Firtsly. we have KLAX from 
Domark at £29-99, a tie-in with a new corn-op and released 
simuitaneous^. it will be interesting to see whether this has 
as much success as other coln-op conversions which can 
re/y on the established popularity of the arcade version, 
CYBERBALL Is another from Domark, American Footbafi 
piayed by robots five times the s«e of human heingsl Set In 
die year 2022 after the iast human player has been elimin¬ 
ated from the game. This Issue's award for the longest title 
goes to Domark for ESCAPE FROM THE PLANET OF THE 
ROBOT MONSTERS, a coin-op conversion featurldg comic 
strip, scl-fp action on a strange pianeL Electronic Arts have a 
fantasy roie-ptaying game called STARFL/GHT set in an enor¬ 
mous galaxy of 270 star systems and €00 planets with a 
claimed 1.5 billion possible iocatlonsi Puce is £24.99. 
Another strategy game from EA is IMPERiOM which Is based 
in the year 2020 and simulates the nojrt 1000 years of 
human development. On the cheapo side, l€-BLIT2have 
HLINTEfl KILLER a WWii Submarine combat game plus CON¬ 
FLICT, a Middle East political simulation and GRIMBLOOD a 
gothic whodunnit all at Just £4.99. infogrames continue in 
their own way with THE TOVETTES, a small race of purple 
rats that are the hemes of a new world after the apocalypse. 
You control the rat leader saarchiing through an under¬ 
ground labyrinth! Also from Infogrames, PULL METAL PLA- 
NETE, a wargame played on the familiar hex system. More 
cheapies from SMA5H IB include the ex-lnfogrames titfes, 
MACADAM BUMPER, PflOHIBinON and CRASH GARRETT as 
weh as ACTION SERVICE and, wait for it, CAPTAIN BLOOD at 
an incredible £4,99! Back to Domark again for CASTLE 
MASTER set in 1 €th Century England where you rescue a 
captive Prince or Princess Itrue equalitylj from a many 
lloored and roomed tower. This one is produced in assocla- 
fiofl with Incentive and features their lamed ‘Freescape" 3-0 
solid graphics. U.S. GOLD, through its many labels, have 
several interesting ones including CHAMPIOiVS OF KRYNN 
part of the Dragoniance series, BLACK TIGER, an arcade 
follow-dp to STRIDER and PINBALL MAGIC from Loriclel. To 
finish up, news of a new French label launched by Virgin 
called CRYO which sends out press releases In typical 
French fashion - nothing to do with any software, just a 
fanciful story about CRYD - 'asleep Inside a self-support 
cryogenic container. She is passing through our time on her 
way to another age. What does her destiny hold in store.'' 

Can she safely be woken from her timeless sleep? fcVhat Is 
the mysterious fascination she exercises on all those who 
approach herT Remember this is not a game, this is Just the 
iabell Will the software ba as good? 
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ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 

from Domark- how do 
they expect magazines to 
ftt that into their little 
review boxes! 
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CYBERBALL 

- massive Domark 
robots play 
American Football 
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KLAX - a simultaneous 
coin-op and computer de 
velopment 




STARFLICHT 

- a massive 
interplanetary 
Simulation from 
Electronic Arts 
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a trap! 

Yov dnn't ncx:d Lo draw maps or make 
many notes^ just the hints you pick up, 
plus details of how the enemy in the 

arena. You don't even need to remember 
what you are doing in your eurrent quest 
- ttie computer will remirid you if you 
press R1 {S, P, Ese, E, F and Z all do 
useful thlnji^s in various circumstances - 
make sure you check the manual!) 

The only real criticisms are that there is 
no WAIT corrunand, and that occasionally 
you have to do things fe.g. CHARM BAR¬ 
MAID) which last time you tried tfiem 
sent you to the arena, but are now the 
right tiling to do! 

Tliere Is lots of local colour - sit In the 
pub and you may be told "You look into 
the ale of the person next to yon and 
noticp a dead rodent in the bottom of the 
glass!' - and it is easy and fun to play. If 
you want sojiliething sophisticated save 
up your pennies for Ultima V, but as an 
introduction to fun computerised D&U 
you'll find It hard to beatl 

• GAMEPLAY - WeW impfejnenfeJ 
Arcadc-styfe D&'D 

• GRAPHICS - EveeWertt 

• ^OUND - L&ts of nice sounds 

• VERDICT ' Greot he()fnner'5 
stuff. Fun for everyone* Don't ex¬ 
pect foo much depth and you 
won't be disappointed. Good 

for money 


A nother eagerly awaited game from 
the powerful ^R/SSl team. D^ts 
□f excellent graphics, on screen 
maps, five arcade sequences. Joystick 
driven (although I prefer the cursor keys 
in some of Ifie arcade sequenceis). choice 
of character class, multiple sub-quests - 
lots of fun, taut not a lot of deptfi. 

You choose to be a fighter^ thief, magic- 
user or cleric (or combination - if you are 
of a suitable race}, then set off from your 
campsite to seek adventures In the city of 
Illlisfar. You only get to play one charac¬ 
ter at a time, but if you get stuck you can 
save that character and start a new one - 
each class has three quests to complete, 
so you can have four different games 
ru nning at once. 

A full screen map of the countryside 
allow'Es you to select your route to Hillsfar 
- there is only one, but once you get to 
HillsfEiT you can clnoose other routes to 
exotic locations such as the Wizard’s 
Labyrinth and the Dead Dragon, '[’he first 
arcade sequence is the ride to Hillsfar - 
you must control Qie speed of your horse 
and leap all the obstacles along the w^ay- 
you may be able to buy a better horse at 
tlie Trading Post later If yoi] don't like 
this one! 

First you must enter Hillsfar and locate 
your guild in order to get your first quest. 
Hillsfar is shown as an on-screen map, 
with nearly all places of interest already 
marked in the accompanying booklet- 
Once you have found your guild, the 


Title: 

HILLSFAR 

Publisher: 

TSR/SSI 1 

Price: 

£24.99 

Reviewer: 

lohn Sweeney 


Guild Master will 
set you a little 
task. Each quest 
requires you to 
visit betw^een 6 
and 16 locations 
to gather informa¬ 
tion and work out 
where to go next. 

You will have to 
visit the various 
pubs and shops 
[all menu driven) 
and choose the 
right action.s, or 
prove yourself in 
the arena (quar¬ 
ter-staff ligliLing - arcade-style - wiQi a 
variety' of opponents - listen 5n the pubs 
for hints on how to beat each one!) or tire 
archery range [another arcade game with 
various moving targetss - how come when 
vou get a perfect score you still don't 
win? - have a long chat witli a store 
keeper!), or break into various places 
when they are closed [N.B, the Interior of 
a location is COMPLETELY different de¬ 
pending on w'hedier it Is during opening 
hours or not), or search the various loca¬ 
tions outside the city. 

Each journey outside the eity involves 
you in horse-riding - some of the routes 
have some nasty obstacles [helps if you 
have found a blasting rod!), plus low- 
flying birds and snipers' arrows to avoid! 
Once you reach the Ruins, Hermit's 

Place, Shipwreck or whatever you 
enter another arcade game. All 
these locations are similar in style, 
as are ihe interiors of all the city 
locations you break into. You get 
an overhead view of a Gauntlet- 
style game, with a lirnited time to 
rush around, opening chests to 
find your nejct clue or a little gold, 
avoiding guards and locating the 
exit. 

The fifth arcade sequence is Lock- 
Picking - necessary on certain 
buildings and most chests. You are 
presented With a lock wltli 3 to 8 
tumblers, and must pick the right 
end of the light lock pick for each tumb¬ 
ler. often in a veiy short timel If you are a 
thief you get a set. of 10 double-ended 
picks, otherwise you have to hire an NFC 
in the city to help you. Even without 
picks you can still get In using Knock 
Rings, Chimes of Opening, or just Brute 
Strengtli but be careful you don’t set off 
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ATARI 


SOFTWARE 



BIRMINGHAM 

212-213, Broad Street 
Birmingham 
B15 2JP 

Tel; 021 643 9100 

PLYMOUTH 

9, Exeter Street 
The Viaduct 
Plymouth 
PL4 9AQ 

Tel: 0752 265276 

AND NOW IN COVENTRY! 

Telephone our Birmingham shop for details 


THE ATARI SPECIALISTS 


F-ducation Tor your Atari ST 
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Data Discs L 9.95 
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rcrruoiFKl abKipE arjmaiKi luon# JiV Ur-pywl KKind. 


Maths £ 14.95 
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Home Business and Games 
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Bounce f Jump Jack l s.ofl Each p<K»j«l n^x^ plK^U 

C3«md Ditf IndlLidM B.SpflIL Pl«y*pell. B.fiase 2 and Supareard Tor only £ 3.00 
full, refund on T-wtum oT d»mo di*?; A»1ti iirS! pureJn^si: of B.Waro -Soltwir*, 


Penguin tJ9.9S 


Acceu, americar Expr^Si Visa - t43lSpirFDM (0455) 613377 9^6. Mon-Sat. 

Please make 4jh6<)U0& payatile to 

B .BytO£ Computer System i. 

And tend lo B.wara Soltwwo. 19 


Kid son i If .Ware 


TrAdo. Dsaler aod School 
Enqvtrtes Welcomo. 


Sauttifield ROBdK Hinckley^ Eeics, 
L£10 1UA. TCI {0455) 613377. 



CLIP ART 
COLLECTION 3 

NOW AVAILABLE 


You already know how good 
the PAGE 6 Clip Art Collec¬ 
tions are. Do we need to say 
any more except that Collec¬ 
tion 3 is available now and 
comprises FOUR DOUBLE 
SIDED DISKS for the same 
price of £10 


This coJiection has many more LARGE scanned im¬ 
ages and well as many useful smaller clips. Hun¬ 
dreds of images for use in Fleet Street, Publishing 
Partner, Calamus, 1st Word Plus etc. 

IMG converter included * clips are in TINY format to 
save disk space, but now you can convert directly to 
IMG or DEGAS with the utilities included 

PAGE 6, P.O. BOX 54 ; STAFFORD, ST161DR 

Pay by chequ&postal ordti', Access or Visa 
Credit card orders accepted on 0785 213928 
or by FAX on 0785 54355 
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BOOKS 


STOS GAMES 



MANUAL 


D espite the clalm^a of many re¬ 
viewers, Mid indeed Maiidarin 
themselves the main eridcism of 
STOS ia that the package does not teach 
die basics nf games programinliiig. This is 
perhaps the only point In which STOS 
loses out to dedicated games writers like 
The Shoot-Ein-Up Construction Kit and 
STAC. Not any more though because 
Stephen Hill (autlior of the original STOS 
majiual) lias written a book entitled Tlie 
Game Maker's Manual - Atari ST and 
STOS Basic 

The book Is a portly 282 pages, contain' 
ing eleven chapters suitable for STOS 
users from beginners to Assembly Lan 
guage programmers. Tlie structure of the 
book Is laid out in such a way that total 
beginners wlU enjoy reading from the 
very first page and people who already 
have some knowledge of software crea¬ 
tion eaii start from Chapter seven where 
some of the more advanced techniques 
are discussed. 

The first chapter introduces new prog- 
rarrimers to established programming 
techniques such as pscudo-eode, modu¬ 
lar construction and optimization by dis¬ 
secting the popular PD Asteroids v^anaiit 
- Megarolds. Stephen uses possible cri¬ 
ticisms of Megarolds to construct a game 
called 'Pathfinder' which could easily be 
Implemented in STOS. One of the more 
interesting points in this chapter is the 
fact that details about memory^ usage in 
STOS are revealed, so no longer do you 
have to guess how much room a sprite or 
an array is going to eonsume, you can 
work it outi 


THE GAME MAKER S MANUAL 
ATARI ST AND STOS BASIC 
by Stephen Hill 
Published by Sigma Press 
Price £11.95 
ISBN 1-asOS^15B-4 


At tlie start of Chapter Two 
things get really interest¬ 
ing. from here specific 
game types are examined 
In depth. Chapter Tw^o is all 
about Space invaders, 

Chapter Three covers 
breakout. Chapter Four is simulations. 
Chapter Five features role playing games 
and Chapter Six is all about adventures, 

I don't wajit to ruin the book lor all you 
prospective readers so I will not reveal 
much about the content in these parts, 
but each Chapter contains a brief lilstoiy^ 
of the game type under discussion, and 
Chapters Tw^o and Three contain detailed 
breakdowns of Zoltar and Orbit, so you 
can all see heyw brilliant Francois Lionet’s 
programming techniques arc! 

Chapter Seven starts to deal with more 
advanced topics by offering a thirty page 
introduction to drawing 3D wire frame 
graphics. Some of the things contained in 
this chapter are veiy advanced and I 
must admit to getting a bit lost amongst 
some of tlie Listings, but then as Stephen 
rightly says- 'Tliankfully you don’t really 
need to understand any of ttiese equa¬ 
tions in order to use them in your own 
programs." 

Chapter Eight takes a look at all of the 
different ways that animation can be 
achieved using STOS, colour cycling, 
■screen flipping etc. Although the other 
chapters all contain sample listings tliis 
is the first In which there are lots of 
examples which can be entered In under 
a minute each, so you can have some 
real fun without having to work too hardt 
For those of you with the STOS Maestro 
cartridge Chapter Nine contains some in- 
tjerestlng new things for you to do with 
your sampler. If you have ever wanted to 
produce alien speech (Captain Blood 
style] then check out this book. 

The penultimate chapter is all about 
scrolling and shows how to use Lhose 



incredibly awkw^ard ‘Scroll' commands 
with much more finesse than you ever 
thought possible. Also in this chapter is a 
breakdown (and a bit of a re-write) of the 
S'l'OS map editor, included are routines 
to speed up the plotting oi the maps to 
near Instantaneous speeds and code to 
dcmonstnile scrolling map-S. 

The final Chapter (what else could be 
squeezed into this book?) is for really 
advanced users who wish to add their 
own commands to STOS. It contains 
essentia] inlbrmation on the construction 
of extensions for both the STOS interpre¬ 
ter and C^ompller. Also revealed here arc 
facts about undocumented featiires' in 
STOS [bugs to you and me!) that could 
restrloL the potential extension writer. 

This book is really fabulous, Stephen s 
writing style ihroiighout is interesting 
and witty and, perhaps more important- 
Jv, he does not ramble on about one 
thing for too long. Although not a re- 
plac^menl for the STOS manual The 
Game Maker’s Manual supplements il 
superbly, It’s just a shajiie that Mandarin 
did not have the foresight to include in 
ihe original manual information similar 
to that contained in dlls book. 

My only real criticism is that the book is 
not ring bound, tfiis makes typing In the 
listings a real one-handed headache. If 
anybody at Sigma Press is reading this 
perhaps tliey could rectify this lault for 
the second edition? 

Reviewed by 
Peter Hickman 
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Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 



520STE Power Pack 

£359.00 

!nc. VAT and Next Day Defivery 

Power Pack include^: 

* 520STE 512K Keyboard wrlfi 6uil1-in 1 Megabyte disk drive and TV 
Modulator 

* 4096 ColouJ- Palette 

* & Channel digital stereo sound 

* 4 Joystick Ports 

* Over E550 worth of games software, including OutRun^ Gauntlet 2, 
R-Type, Space Harrier, Super HangOn and 16 more Top Games 

* Organiser Business Software including WORDPROCESSOR, 
SPREADSHEET and DATABASE 

* Fijst BASIC and First Music Utility Software 

* FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 

* All leads, manuals PLUS MOUSE and free mains plug! 


REMEMBER! Many ST ‘5 dO nq( come with BASIC 
BASIC REV D by Melacomco 


ours come with SI 


52Q5TE Explorer Pack 

£279.00 


^ KAAAA ^ 


* Explorer Pack includes 520STE 512K Keyboard with 
built-in 1 Megabyte Disk Drive and TV Modulator 

* 1 FREE Game, ST Tutorial and METACOMCO Basic worth £25,00, 

* All leads. Manuals PLUS MOUSE and FREE Mains Plug! 

* Free mouse mat worth £4.95. 


1040$TE BUSINESS PACK 

C479.00 

* Includes ihe new 1 megabye 104QiSTE keyward plus FIRST WORD 
word process mg so^ware, SUPERB AS E PERSONAL Oala&asa Software and 
NEOCHHOME graphics package. Also includes Metacomco BASIC, Mouse 
Pad. all Lead^. Manuals and Mouse 
+ 1040STE keyboard withoul software C430,OO 


MEGA 1 BUSINESS Pack 

£529.00 

Featyres; 

* Separate Keyboard and System Unit 

* Ir^c- all software supplied with 1D40 STE Business Pack 
t Blitter chip installed for fasl&r graphics 

Inc SMI 24 Mono Monitor..E62&.00 


ACCESSORIES 


Ojickshpt tJ Turbp Joystick.£■9.95 

Competition Pro 5000 Joystick.£13.9S 

Competition Pro with Autoline.£14.95 

Koniif Speedking Joystick,.....£11.95 

Red Mouse Mat with Anmga logo £5.95 

Plain blue Moose Mai.£4.95 


Branded Mierripiex 3 5" OSDD Disks 

Bqj! of IQ.f13 95 

Memofeii: Disk Box 

For 40 3,5" Disks..£6.95 

Amiga Meg Eitparsion,....£119.95 
Comtrol Centre Atari or Amiga ,€44.95 


Contnuer Amiga and ST Mouse with FREE Holder and Mouse Pad £20.95 


PRINTERS 

613 f LC24-1CI 34pin irid, lead STrAmiga . £249.00 

Siar LC1O mcJudmg interface lead (or ST/Amiga. ,£l69.00 

Siar LCIQ colour including interlace lead 1or ST/Amiga..,....££19.00 

Citizen 120D including interface lead for ST/Amiga.£l59.00 

SEIK05HA 80 COLUMN PH INTER 5 - AMAZING PRICES 

Seikpsha 9 p«n NLQ iiyt-iudmg irtterface lead for ST/Amiga. £139.00 

Seikpsha 24 LQ including interface lead for ST/Amiga.....£239.00 



AMIGA ASOO 
BAT GAMES PACK 

C399.00 

Inc. VAT and N&xl Day DeUvery 

BAT GaniQ^ P9ck include^: 


* Amiga A500 512K Keyboard with Built-in 1 Megabyte disk drive. 

* Free TV modulalor worth £24 99 allowing you to use the Amiga with 
a normal TV. 

* DELUXE PAINT II GRAPHICS PACKAGE, 

* PHOTON PAINT II graphics package with an inn alien worth £70.00. 

* FREE, only dost-released BATMAN - THE MOVIE games Saflware, 

* NEW ZEALAND STORV arcade games sohware, 

* Fi6-INTERCEPTOR - amasing 30 flight simulator software. 

* A lurther £230 wodh ol Games Software, including BUGGY BOY, 
MERCENARY, 0AR6ARIAN, WIZBALL & srn more games. 

* FREE JOYSTICK., MOUSE MAT AND 10 BLANK DISKS, 

* Amiga BASIC, Amiga EXTRAS 1 3, Workbench 1.3 PLUS the 
Amiga Slep by Step Tutorial. 

* All leads, manuals PLUS MOUSE and mains plug' 


AMIGA 1 MEG 
BAT GAME PACK 

£529.00 



1 Mq 9 Bst Games Pack includes: 

+ Fitted 1 Megabyte Memory Expansion + Rea! Time Clock Card 
* Everything listed for the A500 Bat Game Pack 
+ DRAGON'S LAIR 1 MEG MEGAGAME! 


AMIGA ASOO 
CLASS OF THE 1990'S 
BUSINESS + EDUCATIONAL PACK 

£549.00 

FEATURES: 

* Amiga ASOO + TV Modulator 


* Midi Interface + Software 

* Kind Words II word processor 

* Page Setter OTP 

* Super Base Personal 

Database 


+ Maxiplan 500 Spreadsheet 

* Amiga LogOn SBC Emulator, 
Deluxe Paint II 

* Mou&e mat, 10 blank disks 
and disk wallet 


EXTERNAL DISK DRIVES 


Atari SF314 1 Megabyte. 

Amrga A1O1O 1 Megabyte.. 

Cumana 1 Megabyle Atari or Amiga. 

NEC 1 Megabyte Alan or Amiga . 

Alan Megalile 30 Hard Disk.... 

New! Commodore A590 20 hard di$k. 

A59d Hard Dish t Memory Upgrade ioslalled 


.£139.00 

,£109.00 

...£39.95 

,,.£79.95 

.£439.00 

.£3S9.dO 

..Phone 


MONITORS 

Commodore Amiga Al(>&4 colour Monitor inc lead... 

Atari SC 1224 Colour Monitor inc lead. . 

Atari SMI 24 Mono MoriilOr iricloding lead.. .. 

Philips CMS833 stereo colour monitor inc. lead lor ST or Amiga 


£229.00 

£259.00 

€119.00 

£259.00 


CREDIT CARD ORDERLINE 0908 378008 (Mon - Sat Sam - 6pm) 

To Dixtor •ntiar call tha cntorliiw abov* wHIi your Cr*<Mt Card datalla OH maka a chaqua or P.O. payabla to; 
Mglcom CompifUf tanrtcat anti und H wtlh youf ordar to tha addrava balewr. Callact *1* bI» mHt waloom* at tha atidraia balow. 

DIGICOM 

Unit 36, Wharfsidn, Fanny StraHord, MILTON KEYNES, MK2 2AZ. 

^ Ait prices inefude VAT and d&tivery by coariaT 
Written detasfs on raqussl APH 34.5% Variable. 
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Paul Rixon 's 


WORLD 


A WANDER 
THROUGH 
DEMOLAND 


H ello, axid. welcome to a new rego 
lar feature of the magazine 
dedicated to Public Uo- 
iiialn softw^are on the ST. Each 
issue I intend to focus on a parti¬ 
cular topic and present a round- 
up and. where applicable, detailed 
reviews of the related programs 
available from tlie extensive PAGE 
6 library {and maybe elsewherel). 

There are currently almost 300 
disks in the iLbrar^^ with subjects 
as far ranging as programming 
languages, arcade games, art 
programs and desk accessories 
and I have already identified 
enough categories to take us up to 
issue 751! Fd be interested to hear. 
howe^'e^, what you would like to 
read in these pages. If you want to 
suggest a topic for discussion, re¬ 
commend a particular program or have 
any comments at all relating to the Pub¬ 
lic Domain then please do drop me a bne 
hda the PAGE B address). Don’t forget to 
enclose a stamp if you would like a per¬ 
sonal reply and pleaEsc note tliat I CAN'I’ 
supply you witti the software - see the 
end of this article for details of howf you 
can obtain the disks from the PAGE 6 
Accessory Shop. 

START THE BALL 
ROLLING 

To launch the proverbial bal! on its 
meEindeiring voyage Fve been sifting 
through the library disks and sorting out 
those programs belonging to not only the 
largest and most exciting categoiy^ ol un- 
copjiighted software, but that which 


must surely convince anyone who hasnT 
yet experienced the Public Domain to 
think again and Join in thi; fun. I m refer¬ 
ring. of course, to demonstrations, which 
have evolved from spectacular begin¬ 
nings to an almost unbelievable height of 
quality and yet still are getting better! 
I’hcre are literally hundreds of demos In 
the Public Domain and they fall roughly 
into three main areas. Commercial soft¬ 
ware and sampled music demos will be 
covered in future articles, so that leaves 
the huge range of specialised graphics 
and sound demos, specilically designed 
to impress and amaze onlookers widi the 
Immense power of the ST. 



Sfc^?[ybolnJt - Jneredib/e bourictn;gf feMlLs 

MORE BALLS! 

Despite the increasingly sophisticated 
demos arrivinig regularly from die Conti¬ 
nent. there are many pnograma bom in 
the early days of the ST Uiat remain as 
satislylng to watch now as they were all 
those years ago. COIjOUR DEMOS, one 
of the first disks added to the llhTary^ 
contains a wide range of early wurk, In- 
eluding the famous ’Doink’ demo - a 
bouncing, spinning, chequered ball cast¬ 
ing a shadow on a grid in the back¬ 
ground, If you have a mono monitor, 
check out SIL’VER BALL for a great ball 
denio guaranteed to astound your friends 
(or at least, those who donl own an STI). 
U yon enjoy this sort of thing. 5 TEELY- 
BQINK is quite Impressive with half a 
dozen bubbles swirling around in a box 
and reflecting the surrounding messages, 
ball a BIRD DEMOS features a glass 
marble bouncing on a mirmred surface 


wiili superb shading, and also Includes a 
magnificent animated demo of a bird 
flying past a coastal latidscape. You 
won’t believe hoiv realistic LI Isl If your 
head is spinning after all this, try coming 
dowm to earth witli THE SNOWMAN is a 
stunning and enchanting sequence tell¬ 
ing the dcUghtful story with some bril¬ 
liant digitised pictures and 'Walking in 
The Aid music captured using Mlcrode- 
aTs ST Replay system. In my opinion, It's 
one of die most professional looking 
demos there is. 


MINE’S BETTER 
THAN YOURS! 

Several groups around the world 
are continuously striving to out-do 
each otlier and produce the ‘ulti¬ 
mate’ ST demo. Probably most re¬ 
vered of all the recent demos is 
the union demo which Is a re¬ 
markable achievement by the best 
of Europe's talented hackers. It 
won’t run on a 520STE but will, 
with a few glitches, run on a 
L040STE and on every other S'T 
made so far. It comprises ten fabu¬ 
lous demoa with crazy scroDs, ex¬ 
cellent digitised music and even a 
copy routine enabling you to dupli¬ 
cate the disk - with non-stop music 
Throughout! Then there’s the 
amazing CAREBBARS CUDDLY DEMO, 
w^hlch impro^^e& on many of the ideas 
used in THE UNION DEMO with fancy 
scrolls, great music and tiie best 
graphics around. Also from the Carebc- 
ars is THE ’WHATTAHECK DEMO, a 
masterpiece of sight and sound that wtll 
surely take some beating. 

AND THE MUSIC IS 
REALLY GREAT! 

If you enjoy listening to tunes from Lhe 
top ST games there are over/our and a 
hoi/’hours wordi in the amazing B.LG. 
SCROLLER plus, of course, some really 
stunning psychedelic graphics, scrollers 
and more digitised music. Another good 
one is THE LOST BOYS DBF DEMO from 
this country which has six difl'erent 
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demos combined into orte, including 
some great interactive sprite manipula- 
tiorir AIJ these demos are becoming ever 
more complex and I would love to dedi¬ 
cate more space to these incredible feats 
of software engineeilng In a future issue. 

A FEW SURPRISES 

Things aren’t always ivhat they seem. 
Take the OMEGA DEMOh for example. 
This was described as a 'pretty siandard 
graphics demo' and at first, this did seem 
a reasonable assessment. However, the 
Swedish creators had incorporated an 
unexpected bonus - which w^as so well 
hidden Qiat it slipped past many people 
unnoticed! Hit the reset button during 
the 'melting chrome’ graphics display 
and some peculiar thltigs begin to occur 
... a strange picture bombs ... but waitf 
They move! and finally, the main 
screen for another of those great scrolling 
message demos. There's musical accom¬ 
paniment from sLxtyfour tunes and the 
opportunity lo select from seven different 
demos fusing tiie cursor keys with Help 
and Undo). One of these features what 
must be one of the tallest scrollers ever. 
There's even a two'player game which Is 
very similar to Atari's Nucleus on the 
S-bit. Some 'standard' demot 
There are quite ptjssibly many more sur¬ 
prises lurking undiscovered amongst the 
tibraiy disks and it's always a good idea 
to try pressing every key before deciding 
youVe seen and heaixi It all. Reset traps 
are quite common (try the TEX DEMOS 
and THE ULTIMATE DEMO for example] 
but also chec.'k the function keys and 
cursor keys - in fact any key you can 
think ofl You may well stumble on the 
unexpected and, if so. why not write in 
and share your knowledge with everyone! 

E FOR EXCEPT? 

If you've recently bought a new ST the 
chances are that you opened up the box 
to find a mysterious 'E’ where the 'FM' 
used to be. Atari’s enhanced macliines 
boast 40&6 colours, stereo sound, plug¬ 
in memory boards and a built-in blitter - 
not to mention the latest revision of TOS. 
Great stuff in theoIy^ but unfortunately 
TOS 1.6 introduces something of a com¬ 
patibility nightmare! Many commercial 
games have been giving problems and 
some Public Domain sotlwarc has been 
similarly affected. A few programs will 
not work at all, and others - such as THE 
ULTIMATE DEHO - will run but do not 
offcratc correctly. The affected disks are 
marked up on the latest Accessory Shop 
leaflets so if you have an STE check care¬ 
fully before making your selecUon. Also, 
if you haven't yet picked up Atari's patch 
fnr the medium resolution bug then bear 
in mind that some disks may not boot up 
in the way they were i nt ended- 



THE SNOWTWAjV 
the perfect coimbinatijaFi of 
sotmd and graphics - 
beaittifnl pictures and an 
excellent sampled tune 
make this one of the most 
interesting demos around 



Enougll of tllC depressing 
news, now for the good 
stuff!! Joining the library 
this issue Is THE STE 
DEMO which will definitely 
have no problems running 
on the STEf The machine is 
equipped wiQi an S-bit pulse 
code modulation stereo 
sound system and this first 
demo. I’m sure one of many, 
combines graphics with an 
Cxetfllent example of Its use. 

Of course, you'll need to 
hook up some twin speakers 
to achieve tfie desired effect, 
if you have a Philips CMSS33 monitor 
then a suitable stereo SCART lead {not 
the standard type supplied by many 
dealers) will do the trick nicely. Other¬ 
wise, you’ll have to run some phono 
leads from the STE's output ports to your 
hi-fi. Then, pump up the volume, and 
listen to possibly Lhc best music yet ema¬ 
nating from an Atari micro! 

A REAL STUNNER! 


SPACE ACE - the most utipnessrue demo of olf? 


graphics almost indistinguishable from a 
re^l televised cartoon, they're accompa¬ 
nied by a great digitised sound track de¬ 
scribing the hero Space Ace, "defender of 
jus tice, truth and man of Earth" and his 
valiant quest to rid the Earth of the Evil 
Commander Wart. 1 understand the re¬ 
tail price for this game may be something 
like but, if the demo is a realistic 
representation then It must be worth 
every penny. Why not try the SPACE ACE 
demo and see for yoiirgein 


I said earlier that I wouldn't mention any 
commercial games demos but I have just 
loaded one of tlie new disks in the llbniTy^ 
and ] simply can't believe how gcHjd it is! 
SPACE ACE Is an adverti&emcnt for a 
game written by Don Dluth and pub¬ 
lished by iteadysoft Inc. of Canada, It has 
already caused quite a stir on the Amiga 
(the what?) and is evidently now Uned up 
for release on the ST. I have to gay that It 
contains the most incredible animated 
cartoon sequence that I have es^er seen 
on a personal computer! Not only are the 


WHAT A CHOICE! 

That's It, I'm out of space! There are lots 
of great demos that I haven’t had room to 
mention so they' will have to wait for a 
future column. I hope you have enjoyed 
reading this articrle as much as I have 
enjoyed exploring the PAGE 6 library 
and, if so, I will be back next issue to 
discuss a completely difTcrent subject (I 
haven’t decided w'hich one yetT). Don't 
forget to write witfi your suggcEitions! • 


HOW TO GET THEM 


Aif at Ihe disks reierred fo iff tkif arlicfdam ati'titabfs fnun Ifw PACE 6 PD iitirarY. Each has a unkpia reieftffCS 
number irffJcVi yov US* Wbtff dr dnqainng abaul Iba software. Please contact PAGS $ il >Wjr 

don't hau* j) copy of tftsir ACCOSSOry Shop leaHois and check the aystem requirements fof *SCh disfi, fP# 
programs tsfertsd to in this articie are: 

BJ2 - COLOUR DEMOS 
S7tB - 0 ALL £ BfRD OtfAOS 
SJ47 - TEX DEMOS 
SJ90 - RtG. SCROLLER 
SJ1$2 - THE mtON DEMO 
STT75 - rWF LOST SOI^SDfFDEAfO 
ST195 - THE WHATTAHECK DEMO 
5T204 - THE CAREBEAHS CUDDLY DEMO 

Prices are £2.95 each disk or £2^ each for 1$ (Sf miw. Wfit* id PAO^ &, P.O. BOX 54^ Stattord^ STi6 fDR. 

C7S5 213926 dr fttX 07B5 54355 wrlh credit card orders. 


ST249 - A TAm STE DEMO 
ST251 - THE ULDMATE DEMO 
ST252 - SPACE ACE 
STS7 -SJEELYBOtRK 
STSiS - SiLVER BALL 
STS27 - THE SNOWMAR 
STB27 - OMEGA DEMO. 


New Alari User ■ Ijsu* 43 


59 



















GAMES 

GAMES GALORE 




spoil the fun. 

On that same 
disk is YOMO 
which comes from 
the same stable 
as Skystrike and 
is described as an 
arcade warganie. 

Set in a future 
corLtrolled by 
t^iTannical robot 
brains Yomo ts 
similar in many 
ways to Sk>fstrike 
but adds a strate¬ 
gic element with a 
very intelligent 
computer opponent. The Idea behind the 
game is to destroy the TBK [Tyraiinical 
Brain Robots) bases on Earthy tlie Moon 
and Mars by dropping marker flags be- 
hind enemy lines and calling in bombers ^ 
tEiiiks and demolition squads^ whilst 
Ltying to coTiiplete a sub-mission that is 
given t.o you at the be^miiing of the level 
This could range from collecting lost nuc¬ 
lear bombs (and these robots arc sup¬ 
posed to be Intelligent!) to rescuing hos¬ 
tages, You have a choice of dillerent 
ships, a gnjb which is a slow bombing/ 
pEiratroop assault vehicle and also dou¬ 
bles as a Star Wars type walker at the 
press of a button, and there is the silver 
fish which is Incredibly fast, can cariy 
eight heat seeking missiles but is almost 
Impossible to land in a confined Space- 
Like Sk>rstrike, Yomo allows eJrtra 
weapons to be collected such as a 
nuclear bomb, extra missiles, 
turbo Speed and greater firepower. 
Each one brings a new element of 
strategjf Into the game as die 
choice between weapons can some¬ 
times be a curse during hectic 
attack/bombitig runs. This game 
takes a while to get into but once 
you do you are going to lo^^e Yomo, 
it's like a cross between Defender, 
Chopltlf er and Capture TTie ETag. 
On the second disk is a vertical 
scrolling game called SKATE- 
TRIBE, this little gem is centred 
around getting a little twell quite large 
actually) Skateboader through nine levels 
to reach an outpost with which com¬ 
munication has been lost. The screen 
scroll s from bottom to top and is quite 
smooth, all of the graphics are very large 
and give the game a very impressive feel 
but the overwhelming feature of this 




gpme (apart from It s playability) Is the 
high quality of tlie music it contains, 
twenty five tunes each of which fits per¬ 
fectly with it’s associated level from racy 
hard hitting beats during the game to 
charming ditty's when bonus points are 
awarded. As you work your way through 
the levels enhancements are added to 
your skateboard which give It turbo 
speed, high-tensile base plates and oQier 
such unusual accessories. This Is a real¬ 
ly nice game and includes the best 
graphics on this compilation but is a bit 
hard for this humble reviewer. Tin going 
to have to practice at this oneE 
Tlie last game on Games Galore Is called 
Moiithtrap and Is so simple even my 
mum and eight year old cousin wanted to 
play it- The documentation gives the 
usual atrociously silly story about a giant 
moutlri being let loose In the largest food 
store in the land but don't let this fool 
you into thinking that Mouthtrap Is a 
Pacmaii clone. You control a mouth that 
has to go around munching up fruit (not 
in a majEll) whilst avoiding the germs 
that patrol each screen, the backdrop 
changes for every level as do the fruit, so 
you find yourself munching things as di¬ 
verse as cherries aird milk cartons. Now 
this may sound like Facman to you but 
it's not. The mouth you control moves 
with momentum so when you release the 
joystick it does not stop straight away 
and, as if tliat was not enough, the 
mouth also moves slightly from side to 
side in a veiy^ erraQc manner so gaining 
full control over it would be worth a 
Nobel prize for sheer brilliance, There are 
loads of other features such as the mEin- 
datory bonuses like a big POW symbol 
which makes your mouth grow and 
allows you to eat the germs, and an apple 


Titiei GAMES GALORE 

Publisher; Mandorln Softwore 

Price; £19.95 

Reviewer: Peter Hickfttoii 


O ver the past few Tnontlis many 
software companies have re¬ 
leased compilaUons. hoping to 
squeeze more money out of the public by 
flogging off what would previously have 
been considered dead' titles. Games Ga¬ 
lore is different though, it contains four 
brand new games, but can it survive in 
the tough world of the compilation? 

Ttie pack contains two single sided 
disks, each one holding two games. The 
tlrst game of the pack is SEYSTRIKE, a 
horizontal/vertical shoot 'em up set in 
WWII. This game is an eight level version 
of Skystrike Plus which was reviewed in 
issue 41’s SrroS column, and if you have 
read that then you wUl know how in¬ 
furiatingly addictive this game is. The 
concept is so simple all you have to do is 
pilot an old spitfire around a flip screen 
landscape and complete c-ach mission 
that you are assigned to. these range 
from shooting down enemy aircrEsit and 
going on bombing runs to doing low level 
swoops under a bridge. Your aircraft is 
viewed from the side and is extremely 
manoeuverablc with if^s nine different 
Qirottle settings and strange (but useful) 
control method. If you arc shot down by 
the enemy you have no alternative but to 
bail out, and It can be quite Interesting 
tiying this at dlfTeront heights just to see 
how low you can go without going SPLAT! 
The game includes extra weapons and 
lots of other little features that I’m not 
going to tell you about because It will 
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that appears occasionally which is used 
to build up an extra life. This game is one 
tilt whole family will enjoy (iiitric didt) 
without becoming bored or too frus¬ 
trated. Richard Vanner of Mandarin Soft¬ 
ware has managed to get a massive 2,7 
mlllfon point high score, see if you can 
beat that (I couldo'tj. 

If you have not already guessed I was 
interested in reviewing tliis compilation 
because all of the games were written in 
STOS, but believe me If they did not 
advertise that fact you would be none the 
wiser. Each game within this compilation 
contains that certain something that 
seems to be missing from 99^ of sixteen 
bit games at the moment. 1 cannot quite 
put niy finger on what it is perhaps it‘s 
playability, or perhaps it's the fact that 
all of these games are actually fun to play 
and don't demand too much from your 
trigger linger (great for everybody suffer¬ 
ing from Joystickitus, or who, like me, 
stiffer from 'lire button linger' after a five 
hour Xenon II sesaionj. 

As a bonus Mandarin have included a 
new STOS extension with these games 
called STOS Squasher, this allows users 
to Compact (and decompact} any type of 
memory bank from within STTOS thus 
saving disk space on any programs you 
may write, it takes a while to compact 
things but decompaction is almost in¬ 
stantaneous. As if that was not enoiigh 
on side two of the disks [accessible by 
double sided drlws onlyj is Ltic source 
code for the games so you can see how 
they worki you can also change the 
graphics to suit your own tastes ^ or use 
the existing graphics and music from 
within your own programs. 

To sum up 1 would recommend you buy 
this compilation even if you do not own 
STOS, the games on it arc really fun to 
play and offer good valtie for money when 
you consider that It works out to about 
five pounds for each program.. 


• SOUND - all the games hcu>e 
some really nice music, tKesi 

present on Skatetribe. 
Sound ejfects are ok, u?ifh some 
oj the ganws using pretty clear 
samples. 

• GRAPHICS - the graphics on 
Skysfrike* are a hit Jlickery hut 
Lueh drauJri. AH of the other 
games comcUn the standard of 
colowfid graphics fhaf are expec¬ 
ted of ali present day sg/tiuortf 
refeases. 

• GAMEPLAY - the most outstand¬ 
ing point of this cornpiiation (s 
that you (and the rest of your 
family) wiR stiH he pioging the 
games long into 1990. 

• VERDICT If Mandarin keeps re¬ 
leasing products as good as (his 
they loiH neuer get a hod reoieut. 


SPORTING 

TRIANGLES 

You don’t have to be Emlyn Hughes 
to have a go at a television quiz game 
John Barnsley tests his knowledge 

This is the computer game based upon Central Television's quiz game of 
the same name. As with the tetcvislo-n programme, three players compete 
with each other (or the computer) in seven rounds of sport-orientated 
questions, each contestant specialising in one paitleiilair sport - and the 
program kits out the player in the appropriate gear! 

You initially select oiae of twelve different sporting categories as your 
speclallBC subject and you axe given the option to set any length of time 
limit for the answers. There are seven different rounds and these are In line 
with the television show. The first two rounds are standard question 
rounds, with each player receiving a single question in any of the three 
players speetallst subjects (or general sporting knowledge), 
j Two points are awarded for a correct answer' but the strange thing about 
I this game Is that you are not given the option to type In the answer but 
find the answer displayed on the screen and are asked if it Is fight or wrong! 
This obviously makes it very easy to cheat and win every time - so what^s 
the point? Well It is only a game and good fun nonetheJesst 

The next round is Hit For Sis where the player has six attempts to answer 
accordiag to the gradually helpful clues. The quicker you anawerr the more 
points you earn. More standard questions then the Jigsaw Pieture round 
where a graphic is gradually formed on the screen. The final round la a little 
fairer where you hit your allocated ’buzzer’ key to have the opportunity of 
answering the question. These ^buzzer’ keys are only active when the 
question Is completely displayed on the screen. Again, it seems rather silly I 
when the answer is displayed and you are asked if you were right.... now 
what kid (or Dadl) in his right mind is gonna press 'NO'?M 

Once you have completed the questions, faltfy or otherwise, the end of the 
game is reached and the winner is duly congratulated. You then have the 
Option to play again - although you must choose dlfiferent sports than those 
selected for the prevlouB game. 

Sporting Triangles Is, to be fair, reasonably fun to play yet I feel there is ^ 
little going for It In terms of excitement. Althouigh the program is reputed 
to contain 2500 questions, the same question is repeated alt too often and 
they soon become well known to aU players. It’s just too easy to cheat hut, 
if you're into sports or any other triviat then I don't think you'll be too 
disappointed. 

I must mention the monotonous copy-protection 'device^ - a sheet of 780 
darkly coloured squares which relate to a colour request from the program 
upon first loading of the game. The need for this kind of software security 
1 b appreciated but do those colours really need to be so hard to define? In 
artificial light - when most games are played - it can he extremely dlfileult 
to tell 'dark blue' from 'black'. 

Overall, an enjoyable few hours of sporting fun (and cheating*), but I don't 
I expect that I'll be playing it again far some time, unless more question 
modules become available (how about it, CDS?}. 


• SIGHT St, SOUND - JVothirtg special but a(Ie<|uate_far thia 
type of game 

• GAMEPLAY - AfoFc,/im icith 2 or 3 "human* players than 
solo against two cxjrmputer contestants 

% VERDICT ■ Initial curiosity soon disappears once all the 
onswers are fertoion. An option to create home-made 
questions would be useful 


SPORTING TRIANGLES - CDS Software - £19.99 
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au[>erto 24 track sequencer now in use by professlnn- 
al musicians the world over. Twelve is often known by 
the nickname of T*ro-12'. as iL’s very sInilJar In looks, 
facilities, and operation to its big brother. At £129 it's 
not exactly low p^iced^ but you can get It much 
cheaper by shopping around. 

So, what makes Twelve so good2 Well, 1 find it very 
eas^^ to use; it seems to have virtually ail the Laoitlties 
[ nccdi and everything works exactly as expected - 
give or take the odd bug. Malutaily, having used it for 
a while I can now think of things that could usefully 
be added, taut then I could always upgrade to FtO'24 
(but don’t tell my wifelj. 

MAKING TRACKS 


John S Davison's 
regular guide to 
ail the ways 
of making music 
on your favourite 
computer 


SEQUENCING 

I n the last Issue 1 discussed what you can expect 
when moving upniarket from a basic 'home 
keyboard' to a more sophisticated synthesiser. This 
time Fd like to do the same with software, in parti¬ 
cular looking at Uie sequencer. To save space I'll 
assume you all read my 'MIDIofs Guide' series in Issues 
37 to 40 last year, so you already know the basic 
concepts and Jargon of MIDI sequencers. If you missed 
Qie series and want to know more, back issues are still 
available so call Page 6 for details. 

The sequencer is the heart of any MIDI based system, 
as It’s this which enables you to record and playback 
music with your MIDI equipped synthesiser. Most people 
start, with something fairly simple and inexpensive, such 
as Music Construction Set. or Music Studio. They may 
be simple, but they re capable of good results and are 
ideal for beginners. They’re both 'step-time’ sequencers, 
which means you enter musical notes into them one at a 
time, a rather laborious operaUon. Virtually all other 
MIDI based sequencers operate in 'real-time', l.e. you 
actually play the music in from the synthesiser's 
keyboard, although Step-time Input is often included as 
an option. 

Alter using several different real-time sequencers I final¬ 
ly found happiness with Twelve hy Steinberg. This Is a 
cut down version of the legendary Steinberg Pro-24, a 


As you might guess I’welve has twelve tracks, allowing 
you to record up to twelve independent polyphonic 
musical parts, which can then be played back simul¬ 
taneously, Each track can be assigned to a different 
MIDI channel, permitting each to produce a completely 
different sound. 

A track may be built up from sections (called patterns) 
of any chosen length, and each pattern recorded inde¬ 
pendently. Wlien recording you can loop the pattern, 
allowing die same part of the song to be recorded 
repeatedly wltliout stopping until you’ve played a ver¬ 
sion you’re happy with. You can record at any speed 
too, permitting diffticult bits to be recorded slowly then 
be speeded up to the correct tempo on playback - great 
if your keyboard skills arent too goodl If your rh^Uimic 
timing's a bit out there's a quantise facility to pull 
notes back onto the beat (UNDOable if you don't like 
the effect}. Unwanted MIDI data (e,g. pitchberid, aller- 
t.ouch, etej may be filtered from the incoming MIDI 
datastream as you play, to reduce data storage require¬ 
ments. 

After recording, each pattern can be modified In sever¬ 
al ways. 7’bis includes applying MIDI velocity changes 
to alter the volume and timbre foverall tone) of the 
sound; shifting the timing of playback forward or back¬ 
ward to create special effects: transposing note pitch 
up or down; and setting the voice the synthesiser uses 
to play the pattern. Patterns may be saved/loaded 
to/from dish, copied within a track or from one track to 
anoOier, and stRing together in any sequence required 
to make up a complete song. Files produced by I’welve 
can also be read by Pro-24, so If you upgrade you can 
still use your old files. Twelve will also read the first 
twelve tracks from a Pro-24 song file. 

When recording a new track you can simultaneously 
play back previously recorded tracks, so hearing the 
new recording 'in context’, ’V'ou can also turn tracks on 
and off independently, and quickly 'solo’ any track to 
hear It In Isolation, As you record or play back tracks, 
twelve 'recording level meters' hypnotically dance 
around to indicate the passage of MIDI data to/from 
each track. 

My favourite feature of Twelve is Its graphical score 
editor, which shows you what you've played - in nor¬ 
mal music notation! What’s more, you can then edit 
the music in this form, permitting the removal of wrong 
notes, addition of new ones, lengthening or shortening 
of notes, and changing a note’s dynamics by changing 
Its MIDI velocity. In fact, you can start with a blank 
pattern and enter every note singly If you wish - just 
like In Music Studio or Music Constmctlon Set, only 
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with far more control. 

You Can set an overall tempo and, time signature for 
your soiig^ but for more camplex pieces you can 
change either within a song using a "rriiaster track’. 
Another facility lets you synchronise the sequencer 
with a a separate automatic drum machine or even a 
multitrack tape recorder via a sync track on tape. 

So what's missing*? Well, it only has twelve tracks, and 
annoyingly you can’t merge several tracks into one - 
important when you have so few available. There’s no 
drum pattern grid editor, so drum patterns have to be 
recorded live or tediously entered via the score editor. 
You can't print out the resultant musical score either, 
as Steinberg expect you to buy their companion Mas* 
terscore product to do liiis. Overall though, i find 
Twelve a delight to use. It runs happily on my 520STM, 
and works perfectly with my Yamaha PSS-680 and 
YS-200 keyboards- I can highly recommend it, 

EXPLORING THE PSS 

Have you ever listened to those fantaa he automatic 
accompaniments on home keyboards like the Yamaha 
PSS series and wondered how on earth they’re done? 
For those who haven’t heard them, the PSS-480 and 
680 have a set of Incredible automatic aocompani- 
ments in lOO different styles. Even a simple OEie-ilngcr 
melody can sound really professional when played 
along with one of these! The accompaniment consists 
of basshne, drum rhytlrmis, chord backing, and orches¬ 
tral embellishments, each using difTerent instrumental 
sounds. Each part may be ttiimcd on and off indepen¬ 
dently of the otiiers, allowing you to use them in any 
combination. As well as playing over the PSS's speak¬ 
ers, each part Is also trajismltted on its own MIDI 
channel, allowing it to be played by other MIDI instru¬ 
ments in your setup. 

But just a moment - if thtfy're tTansmitted over MIDI 
you should be able to record them into a real-time 
sequencer! If you connect the PSS to the ST with MIDI 
cables in the usual way. put your sequencer into re¬ 
cord mode, and switch on the PSS’s auto accompani¬ 
ment, you’ll find that you can record tiiem. You may 
then use the sequencer’s editing facilities to examine 
what the PSS has been playing. 

Using Twelve it's easy, as you can use Its score editor 
to view it In normal music notation. There's one small 
problem thougli. Twelve only records on one track at a 
time, so all incoming data for ALL the parts ends up on 
one track, ’Wlien you view it you see all the parts at 
once, and on. playback everytliing plays in Qie same 
voice. It looks and sounds extremely odd, to say the 
least! 

But there's a way round it - you can record each part 
separately on a different track In separate recording 
runs, then give each track its own channel and voice to 
recreate the original soutid. However, this creates a 
new snag - if you're making lour separate recordings 
how do you synchronise the four parts so they all play 
back exactly in time? The answer is to lock Twelve to 
the PSS's timing clock by switching Twelve into its 
MIDI sync mode before recording each track. The two 
will tlien start together, run at exactly the same speed, 
and stop together. Neat, huh? 

Now, having captured the PSS’s MIDI data you can 
treat It like any other MIDI data. You can edit it, 


rearrange it, incorporate it into your own music, and 
play It back in any way you want. OK, so this Is 
cheating, but it can be helpful if you need some ideas 
to help you along. 

SNIPPETS 

,... Don't forget the MIDI Music f>haw being held at 
tlie NuvoLel, Hammersmith, London on 7-8 April start¬ 
ing lO^OOam, Many of the major hardware and soft¬ 
ware suppliers win be tliere, and special seminars 
covering all manner of MIDI related subjects will nun 
throughout the show. It’s a great idea, spoiled only by 
the cra?y entrance price - they want £10 (yes, ten 
quid!) at the door. However If you phone WestmiJister 
BxliibiUons on 01 -549-3444 you can buy advance tlck- 
els at £5 each. 

_If jrou're lookiag for new MIDI equipment make 

sure you check out Casio's current special offers. iJke 
Yamaha, they’ve recently been slashing prices on MIDI 
keyboards and expander modules, with some selling at 
less than half price. 

.... Tve already lecelv^d enquiries about suppleme¬ 
ntary software for MIDI Master for the XL/XE, It's 
probably too early to ask, but has anyone out there yet 
written anything - such as MIDI Master sequencer fUe 
editing software, or a program to translate sequencer 
files into Advanced Music System format? If you know 
of anything, please write and let me know. 

Altlioiigh I’ve had several letters from readers. I've 
not yet received any new PSS voice patches irom any¬ 
one, Come on, you guys - lots of you now have Dave 
Gymer’s PSS voice patch editor, so what are you doing 
with it? Repay your debt to the Atari Public Domain 
community by sharing your creations with everyone. 

Go on, make the effort NOW - Just send your patches 
to me (care of Page 6, and with SAE please, if you want 
a reply] atid ru publicise tlie good ones in this column 
starting In Lite next Issue. 

GET PSSED! 

To make building those PSS patches even easier try 
getting PSSED, {Sorry, 1 couldn't resist id), PSSED Is a 
brilliant new voice patch editor by Bryan Kennedy, 
now available as PSS Disk 2 from the Page 6 PD 
Library. Its documentation Includes an explanation of 
what all those PSS voice parameters mean - at last 
you'll be able to understand what you’re doing! 

For sequencing using those new voice patches try the 
Cosh Sequencer, a superb new real-time sequencer 
nanied after its author Henry Cosh, Its design was 
heavily Influenced by the specification for an Ideal 
Sequencer’ published a while back in Sound On Sound 
magazine. Again, the program is now available as a 
Page 6 PD disk. 

First impressions of these programs are that they're 
the best Public Domain ntusic software I’ve yet seen. In 
fact, I can hardly believe they’re PD programs, as both 
have Qic look and feci of good quality commercial 
products! TtiCy'rc real bargains at just £2,95 each from 
Page 6. I'll give you a full report on both programs In 
the next issue. # 
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GAMING 




F ancy a little flutter on the gee' 

gees, but don’t want to lose your 
shirt? Tlien take a look at this 
new horse racing simulation from CDS - 
it could be just what the poor punter 
needs. 

Tlie program's eolourful packaging 
seems to be full of old newspaper at first 
sight, but after unfolding it you find it's 
the program's instruction manual - in 
the form of a racing newspaper, 'llie front 
page of tftis eonlalns the program’s oper¬ 
ating instrucUons, plus detailed explana¬ 
tions of the finer point s of betting. These 
include how to read the racing form for 
each horse and the ability of each Jockey, 
descriptions of different types of bet, how 
to place a bet, and how the odds work. 
The rest of the paper is dedicated to page 
after page of rating form for the 160 
horses in the program's database. 

The first thing that strikes you is that 
the program isn't modelled on racing as 
we know it In the UK In fad, it was 
written Ln the USA by Artwonc, so has a 
decided American fla^-^our. All financial 
aspects are quoted in dollars and some 
very peculiar terms are used to describe 
the betting. Have YOU ever heard of an 
exacta. quinella, or parlay bet? 1 certainly 
hadn't, but perhaps my ignorance tan be 
forgiven as Tm not really into the 'sport of 
kings’. 

One to four players tan take part, e.ach 
starting with up to $500 stake money. A 
game consists of ten flat races (there's no 
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DAILY DOUBLE 


HORSE RACING 

Publisher: 

CDS Software 

Price: 

£19*95 

Reviewer: 

John S Davison 


Jumping tnvohfed), 
and you can place 
from $2 to $200 
on the bets of 
your choice, of 
which you can 
have up to 15[T] at 
any one time. 

Bets can be 
straight wagers 
for win (horse 
comes flrstj, place 
(horse comes first 
or second), or 
show (horse 
comes first, 
second, or third). 

These are similar to win and cach-way 
bets in UK racing terms. 

Alternatively, you can try the strange 
sounding bets mentioned above. In the 
exacta you have to name the winner and 
the second to finish in a given race. The 
quinella is Similar, except it doesn't mat¬ 
ter which of the two horses finishes first, 
A parlay bet Is one where you pick two 
horses from any of the ten races, which 
you can then bet to wdn. place, or show. 
Any winnings from the first horse are 
used as the stake money for the second 
one. There's also the Dally Double, from 
which the program takes its name. In 
this you have to pick the winners of the 
first two races in each game, with win¬ 
nings calculated fmm the combined odds 
of tlie two horses. It sounds complicated, 
but you soon get tlie hang of ft, 
Once all bets are placed, your 
direct involvement is over - you 
just watch as the horses lose your 
money for you! After a brief music¬ 
al fanfare a voice which sounds 
Like Burl Ives says ''And they're ofll'' 
as the horses start galloping across 
the screen. 1 expected to hear the 
thunder of hooves, but was dis¬ 
appointed to hear just a tinny clat¬ 
tering sound. It’s a pity the author 
couldn't have used sampled sound 
effects for this - it would have been 
much more effective. 

The galloping horses don't make 
much progress across the screen, as 
your \lew Is like that from a camera 
mounted on a truck running alongside 
the track. The background scrolls by, but 
the horses stay on the left side of the 
screen, with their relative positions 
changing as different horses try to take 
the lead. Performance is affected hy 
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track conditions, which can be turf, dry, 
or muddy (Americanisms again?). Even¬ 
tually the winning post scrolls into view 
and Burl Ives announces the wirmer, as 
the horses finally elatter off to the right. 
The graphics of the horses are rather 
good, and the detail even extends to mov¬ 
ing shadows ori tlie track below them, 
however the effect Is spoiled somewhat 
by the slow screen update rate which is 
only about four frames per second mak¬ 
ing botti the animation and scrolling a 
little on the jerky side. 

If you’re fed up with football, winter 
sports, and motor racing games Daily 
Double could make a welcome change. It 
doesn't, however, offer the same level of 
player involvement as most other sports 
simulaaons and this, coupled with its 
lack of overall polish, could result in its 
novelty value soon wearing off. 


GAAfEPUF - jlof enough varia- 
f lOrt or direct player involvement 
to hold your interest for long 
periods. Perhaps a *stun gun' op¬ 
tion would help! 

SIGHT AND SOUND - animation 
and scrolling if rather too jerky* 
Sound is sparse and generally 
crude, although the digitised 
speech is clear 

VERDICT - ! found the game 
quickly became Doring^ but play¬ 
ing it with a few friends makes it 
much more interesting 
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ST GAMES ... ST GAMES ... ST GAMES. 


BEVERLY 
HILLS COP 



T his game springs from 
the highly successful 
film stiiTTlng Kddy Mur¬ 
phy and once nuDre demons¬ 
trates the profitability of the 
licence deal. The game is split 
into four parts. The first a 
stroll througli a warehouse 
full of undesirables who desire 
to blow away poor Axel (tlte 
cop of the title) while he 
shoots his way through them. 
Tlie graphics and effects are 
adequate for Qiis but Lficre is 
nothing especially outstanding 
about them. Tlie whole scene 
Is competent with only sliglit 
Jerklness noticeable. Tliere fol¬ 
lows a driving game which 
allows the user to choose 
mouse or joystick as the steer¬ 
ing wheel. It is eiIso necessary 
to shoot the criminals waste 
chests in order to survive the 
chase to section three. Again 
the controls and efi'ects are 
fair and workmanlike but stUl 
not outstanding. The next two 


screens are 
VEiriants on the 
first theme 
although the final 
game's 'rescue the 
hostages' format 
makes for slightly faster re- 
llcxes being needed . All of 
these arc perfectly adequate 
taut not particularly eye catch¬ 
ing games. 

I felt that this whole experi¬ 
ence lacked any real feel of the 
movie and missed much of the 
inter-play between Murphy 
and the two local cops. The 
overriding impression is of 
lour games that would find 
difficulty on their own being 
sold under the cover of a large 
name licence. The packaging 
■of the game Is good showing 
pictures from the film both on 
the box and between levels 
and the reproduction of the 
theme is more than adequate 
but ufilbrtunatcly this does 
not make up for some fairly 


unimaginative ganieplay and a 
plot line that Is only vaguely 
related to the original story. It 
lacks the wit and panache 
that Murphy offered to the 
film and it does not afford the 
player any chance to interact 
with other major characters. 

My own feelings are tliat 
buyers who either purchase 
on Impulse or do not have the 
option to play test games are 
going to find themselves most 
disappointed with this offering 
from a ilmi that can do much 
better. I would find this hard 
to reconmiend witliout the 
proviso the the prospective 
buyer should take a good long 
look at It first, really not a 
good advertisement for the 
film eitherl 



FACTS 


Title: BEVERLY HILLS 

COP 

Publisher; Tynesofl 
Price: £19.95 

Reviewer; Damon Howorth 


SIGHT & SOUND 


Good nptoduction of Iho 
itiBfTW and fatr spot offmets, 
graphicatiy avorog^ with no 
mat problffnt fvid^ht 


GAMFPLA Y 


Smooth and fespon$ivo con- 
tfots makB play acceptable 
QtthOiiQti the actual games do 
not show any addicHye 
features 


VERDICT 


Not a good ad¥eTtisen}ent tor 
the ffllm or the iiconsing busi¬ 
ness. Extremely average all 
round 




SOLDIER 2000 


different ways. 

Hie first is a two 
dimensional view 
of the proceedings 
as you guide your soldier 
Edcng the Corridors of the 


FACTS 

Title: 

SOLDIER 2000 

Publisher; 

Arfronic 

Price; 

£19.99 

Reviewer: 

John Davison jnr 


SIGHT & SOUND 


The game doesri*f shout out to 
you in terms of presentatlort, 
but it is of a more than paw- 
Qtftegual^ 


GAMEPLAY 


Very oddfetive. Definitely a 
gome bvMe/i couk^ keep you 
quite happity tnvotvfld far hours 
on erKi 


VERDICT 


Certokily worth checking out 
due to its higNy addictive qual¬ 
ities 


T his game has you play¬ 
ing the part of a female 
combat soldier of tlie 
future whose mission is to res¬ 
cue hostages from ruthless 
and deadly terrorists. 

The game begins with you kit¬ 
ting out your combat soldier 
with body armour and any 
number of nasty weapons, 
ranging from pump action 
shotguns to grenade laun¬ 
chers or experimental pulse 
laser weapons. Once you have 
finished in the armoury, your 
soldier is transported to the 
first zone where she must res¬ 
cue the first batch of hostages, 
by shooting terrorists in order 
to gain access to the impris¬ 
oned men. 

The action takes place in two 


building locking for rooms 
where you may find the hos¬ 
tages. Once a room has been 
located, you may enter and 
the view is then transformed 
into a three dimensional ‘eye 
view' of the room as you look 
around for hostages to collect 
Eind terrorists to shoot. The 
view w'hich scrolls by in this 
portion of the game is very im¬ 
pressive, as it uses incredibly 
smooth parallax scroUlng (i.e 
the foreground scrolling faster, 
thar^ the background). 

Apart from the aforemen¬ 
tioned scrolling, the game is of 
average graphieaJ quality. The 
sound Is fairly good with some 
passable sampled sound 


elfecta and speech samples. 
The one thing that makes this 
gaiiie stand out from many 
others on tlie market at the 
moment In that It is actually 
very^ playable, Tlie theme may 
be simple (If vlolentT) and tlie 
three dimensional sequence 
may resemble one of my all 
time least favourite games - 
Prohibition - but overall it is 
Incredibly Eiddictive. It would 
be quite easy to find that the 
best part of an ev'enlng could 
disappear while playing this 
game! 

'overall it is 
incredibly 
addictive’ 
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FOOTBAllCRAZY 


Extt«r V LinMlL 


ST ftp T ffP SEflSO* 


l>*f 

dt irS d 


Se I 


|njii>r*'il g 

Laanit tn B 
LtMcts OwT 

T o-'tAl 


T his manEigement game 
is said by mail by the 
abow company and the 
packaging is straiglitforward 
and simple. This exemplifies 
the game within, which is also 
very strmglit forward alttiongh 
less than easy to do well at. 

The game is, basically, a more 
detailed version of the classic 
Football Manager without the 
graphics. In it the playerfs), of 
which there may be up to four 
at. any one lime, compete as 
managers in the English Foot¬ 
ball League both weighing 
their chances and players abi¬ 
lities against the form of other 
players and the computer 
teams. There are plenty of 
opportunities to buy and sell 
players and certainly at the 
early stages an almost J .R, 
Ewing wheeler dealer atbtude 
is needed. The game watches 
each player’s progress and 
moderates the difReulty level 
as you improve or fail. Should 


either of these 
possibilities occur 
in excess then the 
player will be 
either offered new 
contract.s by bet 


LEVEi- 


7 


p win Ht IttI 
fFliE 
TABIES 
SiMES 

mitt 

ePEuioBS 



Title: 

Publishet: 

price; 

Reviewer: 


football crazy 
ESP Software 
£19.95 

Damon Howorlh 


ter clubs or fired and can only 
hope to pick up clubs desper¬ 
ate for any sort of help. 

The game Is entirely menu 
driven with no graphics at ah. 
The results sequence shows 
up as the classified check in 
any Grandstand type prog; 
ramme wiQi not even any 
other report of the game avail¬ 
able. Discovering who scored 
is a matter of examining the 
team to see whose goals 
scored columns have grown. 
The possibility of error cfieck- 
Ing is poor since I dlscov^ered it 
was quite possible to play two 
goalkeepers in one team at the 
time in order to improve 
my shooting skills. Subse¬ 
quent results did show I 
scored more Ltian earlier. 


ftot appticabSe, Ytwre 
are no sound eftocit ontJ the 
onif music ond grophic^ ow on 
ff]# foodUnig screen buf the 
pome (toesnT need fhem 


GAMEPLAY 


Hriaji Clough would be im- 
pressed! I managed to take 
myself via four differeiit teams 
to the top of the first division 
and to varioua European and 
domestic cup games and there 
seemed little I could do to 
either help or hiTider my 
teams at times. Results 
appeared with little explana¬ 
tion as to what statistics were 
helping or otherwise. 

I was also perturbed when at 
die start of my seventh season 
the game ceased telling me 
this was a review copy and I 
had had enough Ume to ex¬ 
periment, I find this unfortun¬ 
ate since I cannot guarantee 
that the game reviewed Is the 
full game or tfiat it will stand 
up to prolonged play. 


So much is tiiddon ftraf ttwre fs 
dmotflty in moking decisions 
txtsed on anything other ttron 
girf tooting, buf the gtime «, 
fwvedtwJ#ss, intaresting to pfoy 


VERDICT 


A ftjn/iy otd go/nei Quito pioy^ 
abla but Ft cchuld have t»«rt 
pie j^ntsd much botioTr i hope 
tho updates promised improve 
on Its genarai roggedness. 



FACTS 


Title: SPACE HARRIER 

Publisher; El(t« 

Price: £19.99 

Reviewer: Damon Howarth 



SPACE HARRIER 


SIGHT & SOUND 


Good sprites, bright colours 
and ioud noise ■ everything in 
this is right 


GAMEPLAY 


fast and tun with plenty of 
addiction thrown An - a ptea- 
sura to ptay 


VERDICT 


I don't usuaHy like conversions 
but this one is oxcetlefrt, coNect 
It as soon as possible 


S pace Harrier was a big 
hit in many arcades 
last year. A basic shoot 
-em up that had speed, col¬ 
our. noise and a little style to 
It. Elite have taken this and 
created a highly creditable two 
disk version for the ST. In the 
game the player takes the part 
of a Space Harrier, a form of 
Dirty Harry in Jet boots wield¬ 
ing a most powerlul laser rifle. 
iTie copy of the game 1 re¬ 
ceived had no instnietion 
sheet with it and no instruc¬ 
tion or story on screen and so 
it was just as well tfiat the 
game is simple to play. Ttie 
whole Idea is to dodge various 
obstacles like rocks or trees 
and the odd column or giant 
mushroom while shooting at 


the local, fauna 
which is attemp¬ 
ting to blow away 
the hero, in the 
sliortesl time 

possible. 

The control seems to be by 
mouse only and as such 
should be hailed by the mak¬ 
ers of spare mice as a definite 
asset to their business. A 
great deal of button pressing 
left the little grey beast looking 
for a rest. It is though the per¬ 
fect. way to control a game of 
such pace since tlie control is 
accurate and most precise. 

The sound and colour are not 
shamed by the origfnEil at all 
and the overall effect is most 
exhilarating. The only quibble 
I can find with the game is 
that visibility Is sometimes a 
little crowded when many ex¬ 
plosions fill the screen and the 
next enemy appears without 
the player seeing It. This 


seems like a very good exam¬ 
ple of the fog of war, but it 
does mean that the end of 
level mcanles can sneak up 
and shoot you full ol flame 
without the player having 
much chance of avoidance, 

Ihis trifling problem aside I 
was pleased to note that a 
continue feature was available 
and the tliree credits allowed 
kept interest going into the 
game. Tlie second disk can be 
played alone although it 
seems that much early prac¬ 
tice would benefit the shooter 
since thiJj level is very fast and 
exceedingly furious. 

1 enjoyed this game and found 
it suitably addictive and hap¬ 
pily accurate to its forebears. 
My mouse on the other hand 
is considering that It would 
raiher be fed to the cal or play 
Dungeon Master. This game is 
one I can happUy recommend 
to all arcade freaks. 
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S.E.U.C.K. 


T he bEiiiner headline on, 
ttie box proclaims 
"Now everyone can cre¬ 
ate their own computer 
games!". Possibly true but 
only should yolir desire be to 
create variants on a theme of 
a vertical serotl, 'llie package 
contairia several useful parts 
including sprite designer, 
background creator^ music 
generator, sound creator and 
animation editor. Unfortun¬ 
ately they all only really work 
within the confines of the con¬ 
structor and thus the overall 
power is limited. 

To create a game is relatively 
simple, given an ability to cre¬ 
ate sprites and a great deal of 
patience tn using the veiy 
friendly editing equipment. 
The first things to do are load 
the sprite editor and draw the 
various pictures you wish to 
use. or alternatively remodel 
those included with the set. 
The system then allows you to 


change their pal- 
lette and identih' 
them for subse¬ 
quent animation. 

Sprites can be 
combined to cre¬ 
ate quite specta,eular large 
monsters and indeed each of 
the other functions that follow 
allows construction of slrnllar 
ease. Editing lire ttiree sample 
valiant games can give a 
range of different types of one 
of three games and this Is in 
fact my main worry. The soft¬ 
ware itself is excellent and 
allows the use of imagination 
In a very lirnited way, but If 
you want a platform and lad¬ 
ders game then the creator 
will not work. If you want a 
driving game then you would 
hav^c immense problems, in 
fact you can only make games 
In the Sidewinder or Xenon 
mould. As such the utility^ Is 
veiy" limited but what it does it 
does veiy well Indeed. 




« ^ 




m '-~m wz::m 


I liiust admit that 1 kept com¬ 
paring it to STOS and felt that 
the two packages were capable 
of producing a Shoot-em up of 
comparable standardsn 
although to obtain the slick 
scrolling ofS.E.U.C.K, the 
STOS compiler would be 
necessary. Both can make 
stand alone games but S'lX?S 
would allow any variant on a 
theme or a completely original 
idea to come from the user if 
they had the skill and thus 
represents a far more versatile 
utility. For someone with little 
Or no skill in programming 
thougJi S.E.U.C.K. is a god¬ 
send. Willi imagination some 
very entertaining creations are 
possible taut do not expect a 
wide variety from the package. 



FACTS 

Title: 

S.E.U.C.K. 

Publisher; 

Outlaw (Palace) 

Price: 

£29.99 

Reviewer; 

Domon Ho worth 


SIGHT & SOUND 


Basicaliy what you 
$upf>li9d gam»s aife colouTfut 
t}oi$Y. Loads of patmtial 


GAMEPLAY 


Most oser friondty, supplied 
games can be and 

cheatod witf} at will, the utUffy i$ 
easy and intuitive 


VERDICT 


Although itmited in scape it 
does the fob very weli. Goad 
fOr the Jess technical biit imagl^ 
native typos 



FACTS 


Title: NEVERMIND 

Publisher; P^yclopse 
Price: £19,95 

Reviewer: John Dovisori jinr 


SIGHT & SOUND 


As with all Psygnasis products 
the presentc^n of this game is 
absolutely superb. The graphics 
Ore vreit defirted and the sound 
is at good guotity 


GAMEPLAY 


This is very addictive once you 
are famiHar with the naval 
methods of oontroi empioyed 


VERDICT 


Excetfenti A different game 
which combines both strategy 
and arcade action into one 
package 



N evermind is the latest 
release from the Psyg- 
nosls label Psyclapse. 
The packaging describes the 
game as a "...refreshingly In¬ 
ventive game that will have 
you juggling your joystick and 
agonizing over its mind mud¬ 
dling problems until the early 
hours of the morning.'’ 

Your task within the game is 
to make your way througll 
Over 250 screens, each of 
which contains a picture puz¬ 
zle which must be completed 
in a set time. You must collect 
picture tiles from around the 
three dimensional playfleld 
and fit them info the gaps In 
the pusocle picture to complete 
it. HowLwer, to make life more 
complicated for you the 


NEVERMIND 

drawn backdrops and very' 
well defined and animated 
sprites. The sound is aslo 
highly commendable. 

The game Is very challenging, 
and once you have got used to 
the method s of controlling 
your character to perfonri Lfic 
required actions the game be¬ 
comes very addictive Indeed. 
Tlie idea is quite original, 
which makes a change in to¬ 
day’s game market and I thor¬ 
oughly enjoyed hying to get 
through the various levels. 
One thing which 1 must men¬ 
tion is the way in which you 
can 'jump’ past levels you 
have completed, Each screen 
has Its own ’pEissword' and if 
this Is typed in on the options 
screen you will be automatic¬ 
ally transported to the level 
whose code you have entered. 
This is a nice touch which 
more games shovdd employ! 
Top class stuff from Psygnosls. 


pictures are 
sometimes ani¬ 
mated, making 
them seem more 
complex than they 
rea lly are. On higher levels 
you will find picture tiles 
w'hich dissolve, along with 
cficss pieces w^hich have an 
annoying habit of stealing 
away with vital pari.s of the 
puzzle. 

In very simple terms the puz¬ 
zles of each screen could be 
likened to the old plastic 'slid¬ 
er' puzzles where you have to 
juggle around the Individual 
square tiles making up tire 
picture in order to make It 
complete. How'cver, in Never¬ 
mind, you must juggle the 
pieces around by walking your 
Character around the screen 
picking up and sorting out the 
various pieces of the puzzle. 
Tthe game is graphically su¬ 
perb, with some beautifully 
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DEMON’S TOMB 


tEhvri V4j HT tf* ehicknl lAi* li* tt rflT^ My H wT_ 


A ncient referencea to 

twin priests -.- the For¬ 
bidden God ... Rites of 
SiiniTTioniog halted by the 
good twin the e%il one wait¬ 
ing millennia for the light lime 
to tiy^ ag£iln — strange deaths 
on the moors ... "the heart 
wasn't so much damaged as 
tom to pieces ’and your 
father has mysteriously dis¬ 
appeared while exploring an 
ancient burial mound! 

It Is down to you. Richard 
Lynton, to save Qie world from 
the foul touch of Darsuggotha! 
Onee you realise that some¬ 
thing is wrong you must solve 
many tortuous pu^Kles and 
risk countless dangers In 
order to find the lost burial 
chamber of Thai so that he 
can stop his evil twin! 

First you get to play a short 
prologue as your father. 
Doomed to die by Are in the 
burial mound, you must pre¬ 
serve enougli clues so that 


Iwiitt rti5. biiiis iMi» « nil ,liu ^ pLut A 

lurtt fir fi*. H» ** * 

Eiestfea! liitiral; kb 

+«iri» t(H fmt 5rt« IMI fcp. 


FACrS 


Richard will be 
able to under¬ 
stand the crisis 
and set out on Ills 
deadly quest. 

Demon’s Tomb 
ean be played as a traditional 
text adventure (with pictures), 
or via Menu Mode. This dis- 
piays all the verba In a scroll¬ 
ing window at tf le bottom of 
the screen. Select one with the 
mouse to get a list of Edl the 
relev^ant nouns, point at one oi 
those and your command is ' 
executed. Longer sentences 
ean be made by selecting 
'verbs' such as BREAK \^TH 
and you can skip around the 
list of over T 00 verbs by typing 
the llrst letter of the one you 
want. With a Uttle practice you 
get to play a full text adven¬ 
ture without typing any words! 
The game features lots of 
other goodies - pow’erfu! 
parser, Ramsavc, Undo, user- 
defined abbreviations, recall 


i« * irwn 

At tt Eta hi> 4 II »*■ gj SS?1t3iL;*LSS»» 

TSTfliw. 11 At WtA AT taMfcJ 

tm i*ti taw mhIa^ ta^ tattM** tjiiti rtt 

I iMt* hA 4«t wA, ta* i* tilippita. 

ta til It* W. 

(PtW! FI El l« lUltalF 


«y livta Aa IS Ai w. 
ert, W wita ^**'**t. 

till im I Mt. ictatft liuq. 


Title; DEMON’S TOMB- 

the awakening 

Publisher: Viigin/Melboum* Hw» 
Price: £24,9^ 

Reviewerr John Sweeney 


and edit, large text, etc. (Menu 
Mode doesn't work with large 
text, but by choosing the right 
colours you should be able to 
read It all on alA^l Tlrere are 
lots of hints In the copious 
text., and the manual provides 
coded clues as well! 
everything in the prologue 
has a use later on (though 
they are NOT all necessaiy to 
win), but even when yon have 
worked out how to save the 
items from the fire there is 
only JUST time to do it if yon 
are very' careful not to waste 
any turns. Some of the re¬ 
sponses and idlosyncraeles of 
the game are a UTTLE 
annoying in a few places, but 
overa ll Demon's Tomb Is an 
veiy enjoyable experience. 


SIGHT & SOUND 


Some ntcoiy otmapheTic pic- 
tures cart be displayed al 
various points in the same 


GAMEPLAY 


A nice implsmertiatian at a tejd 
adventure with o fMsonobfe 
vocaibufory. btrf where you 
IX?N'T have to type* 


VERDICT 


An exceilent adventure tor be¬ 
ginners, birf enough fwists 
to keep me expsnehced' ptay- 
er pofpieitedf 



FACTS 


Title: 

Publisher: 

Price: 

Reviewer; 


GHOULS AND 
GHOSTS 
U.S. Gold 
£19.99 

John CXivison jnr 



GHOULS 
AND GHOSTS 


SIGHT & SOUND 


Bath the graphics and sourids 
are of o high quakty. The music 
shows what can be done with 
ihe Srs Kvund chip 


GAMEPLAY 


This is Q very addictive game, 
as ti is errough of o chaiienge 
to ntake you want to go bock 
for mote despite the frustration 
which this cotisesf 


VERDICT 


What con h# soid ttrot hasn't 
been already? Ghouls and 
Ghosts is tnjty superb. However, 
it couid be fust a iittie too late 
as the Ghosts and Gobfins 


T his is yet another game 
which is a development 
from an old arcade 
machine. In this case the 
game Is based on the old clas¬ 
sic ‘Ghosts and Goblins’, The 
original conversion from the 
hlj^ly successful arcade 
machine was made available 
on several 8-bit computer for¬ 
mats a number of years ago 
and was a tremendous suc¬ 
cess. Sev^eral years later, a se¬ 
quel has been written In the 
form of 'Ghouls and Ghosts' - 
almost identical in form but 
taking advantage of today's 
Improved graphics and sound. 
You play the part of the 
valiant and brave knight 
Arthur, who has to rescue a 
beautiful princess. However, 


this rescue job is 
not the easiest 
task you could 
undertake! You 
must light your 
way through a variety of 
ghouls, ghosts, vultures, and 
various other nasties using a 
number of weapons which you 
can find lying around. Tire 
game Is basically a two dimen¬ 
sional scrolling affair where 
you view tlie proceedings from 
the side as you move your 
'dlnkj^' little knight thnougli 
the dark and sinister land. 

The graphics in 'Ghouls and 
Ghosts' are of a very high 
quality and compare very w^ell 
to the original arcade game. 
Tfie sprites and backdrops are 
all beautifully shaded and tlie 
screens manage to conjure up 
the sort of 'sinister' atmos¬ 
phere which the game needs. 
The game is full of nice Uttle 
ideas, such as the first time 


you arc touched by a creature 
you do not automatically lose 
a life. Before tliis occurs you 
first lose your armour atfid 
carry on through the game 
wearing noQiing hut a pair of 
boxer shorts! 'I’he sound is 
also of a very high quaUty, the 
tune which plays throughout 
in the background is extreme¬ 
ly good ajid goes to show that 
If the sound chip In the ST Is 
used properly some beautiful 
effects can he obtained. 

Above all, the one tfimg which 
you notice w’^hile playing is 
just how Incredibly playable 
and addictive it is. 

A nice feature is the system of 
‘credits’ where you can begin 
, where you died at the end of 
the last game. I’his however 
depends on whetfier or not 
you have enough credits left. 
You begin with five, so effec¬ 
tively you have five sets of 
lives to play with! 
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BABEL 


pushes and vice 
versa), 'Klon- 
dikos\ and remote 
iLft activalors, 
enemy freezers ^ 



W hei^^! I have Just iin- 
ished 1 ] 7 mlncl- 
bendini^ levels of 3-D 
pi,i7j,lesl This has to be one of 
the best games of its type evert 
Tower of BabeJ is a moiiso- 
dm-en strategy game witf i 
solid 3-D shaded graphics. 

You control three splder-likc 
robots; Zapper zaps things. 
Pusher pushes things, and 
Grabber (apart from grabbing 
things] can operate a number 
of special Items. 

The ‘towers' are 3-D land¬ 
scapes. each one up to 8 
squares by S squares and up 
to 4 IctcIs deep. I^lfts move 
you betvfecri the levels, which 
are populated by a variety of 
enemy robots: 2appcrs and 
pushers, worms and watchers. 
Hags and hoppers , lizards, 
time bombs and proKlmlty 
bombs, cbstnjot.we blocks, 
prisms to help you shoot 
around comers, cronvert.ors 
(saps become 


floor wipers and teleport sta¬ 
tions for Grabber to operate! 

Not surprisingly this wide 
array of game elements makes 
for siyme. pretty complex puz¬ 
zles as you try to achieve tlie 
objective for each tower - 
eltfier a body count or a num¬ 
ber of Klondike^ to collect. 

Yotir surroundings can be 
\1ewed either from the eyes of 
your robots, or from remote 
cameras which can pan and 
zoom to help you work out 
how best to instruct, your 
robots. You can click on the 
control panel to control your 
robots directly (walk, turn, use 
lift, or zap/push/grabj. Or you 
can give your robots up to 
eight commands each in adv- 
anee and then sit back and 
w’^atch through the cameras. 


llils 'programming'' of the 
robots Is critical on some 
levels ■ to save time, to syn¬ 
chronise actions (e.g. Grabber 
activates a freezer to give Zap¬ 
per time to walk past a zapper 
and blow it up}, or because 
some actions are carried out 
at different speeds under 
■program’ control. 

An excellent tutorial helps to 
get you started, and two out of 
each group of nine towers can 
be skipped, so you don’t get 
stuck just because you can’t 
solve them all. 

Some of the higher levels are 
pretty fiendish, but if you get. 
really flummoxed you can al¬ 
ways resort to using ttie excel¬ 
lent Tower Designer to build 
your own towers'! 



FACTS 


Title: Tower of Bab«l 

Publisher: Roirtbird/Microp^ 
rose 

Price: £24,99 

Peviewer: John Swoenoy 


SIGHT a SOUND 


Exc^fsni 3-D graphic$, lots of 
f}ico effects 


GAMEPLAY 


£xcalt 0 nt intOitOcss, lots 

Of options. Sots of oxceit&tf 
pV22fe$ 


VERDICT 


Exesit^nt vpiue ft you liko a 
good puzzle. Bpslcatiy... excpl- 
ferttl 



FACTS 


Title: Double Dragon II 

Publisher: Virgin 
Pice; £19.95 

Reviewer: John Davison jnr 


SIGHT a SOUND 


ThP graphics are smoothly cfnl- 
moted and colourful although 
they do fOdm o Off 'Wdcicy", 
Ihe sound is sporsp, with only a 
tew effects being present 


GAMEPLAY 


Quite good compared to other 
fighting games as it actually 
has a goat tor yot/ to aim at 


VERDICT 


S was quite surprised ns to how 
much I enfoyed playing it. i 
can highly recommend It for 
fans o( the genre 



DOUBLE 
DRAGON II 


I wasn’t aware that there 
was a Double Dragon I! 
How^ever, the moment 
you see this game it is quite 
obvioiisiy from the 'heat ''cm 
up' genre of computer soft¬ 
ware, 1 thought that the soft¬ 
ware companies had given up 
releasing this sort of Karate/ 
Street Fighting style game. 
Apparently the "Double Dra¬ 
gons' are billy and Jimmy 
(name.s which must strike fear 
into the hearts of their ene¬ 
mies!] who are two Martial 
Arts experts who seek to 
avenge the deatbi of Marian 
(whoever she may be?). They 
feel that they may be able to 
bring her back to ilfe(f] LI' they 
can penetrate the secret lair of 
the Shadow Boss. SurpHse, 


Surprise, you play 
Lite part of this 
dynamic duo as 
you flglityour way 
past a variety of 
bad guys each of whom have 
their own particular brand of 
'dirty’ lighting. 

Unlike many fighting games 
this Is much more based 
around street lighting rather 
than Karate and it gives your 
characters the abUity^ to fight 
as they want. They can pick 
up objects and throw them at 
thetr assailants, throv.^ knives, 
use those spiky whip type 
things or other items the 
names of which I haven't the 
foggiest notion. No doubt in 
real life these items are used 
to inilict as much pain as pos¬ 
sible, Not nice! 

Graphically the game Is one 
of the many which fall into the 
categoiy of 'average'. The 
sprites are all bold and colour¬ 


ful and tlic backdrops which 
scroll by smoothly are equally 
colourful, alQiough they do 
seem to be quite 'blocky' in 
appearance, ITie sound 
appears to consist of some 
veiy^ sparse sound effects, 
making me wonder whether 
the review^ copy is a develop¬ 
ment version, as there seems 
to be far too little of It, 

I have never been a great fan 
of these gang lighting games 
and I tend to find that they^ get 
just a little on the boring side. 
Howe%^cr, Double Dragon II is 
considerably more playable 
than odicr gEunes of this type 
I’ve encountered. 

‘use those 
spiky whip 
type things’ 
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PeterHickman's 



COLUiVIISI 



press a few people r 'fhe demo is fantastic 
arid even lets you look at the source code 
so you can see how easy AMOS is Lo use. 
The creator of this demo is a well known 



O h boy, what a hectic time the 

past couple of weeks have been, 
the new STOS products which I 
reported baek in November have finally 
(after a series of unavoidable delays) star¬ 
ted to appear. 

Games Galore, the compllatiou of best 
entries from the 1988/89 STOS compeU- 
tlon is brilliant, and comes with a new 
extension called STOS Squasher which 
ffives you commands to compact any 
piece of data (pictures, sound, even prog¬ 
rams!). TOME the Total Map Editor has 
been released by Shadow Software, this 
is yet another new extension for STOS 
that allows you to manipulate giant 
maps, useful if you want to create games 
like Ghouls & Ghosts or Raitibow Is¬ 
lands. I have even used it to write a nice 
scrolly demo involving the obligatory 
scrolling message and a giant hotdog 
(weird!), Last but not least is an excellent 
book by the author of the STOS manual, 
Stephen Hill. The book contains some¬ 
thing for eveiyrone, from basic psuedo- 
code and structuring techniques to infor¬ 
mation on the creation of your ver>^ own 
STOS extensions. There are lots of exam¬ 
ple listings and each one has it's own 
breakdown, the book even examines the 
techniques used by Francois Lionet when 
he wrote Zolfar and Orbit, I understand 
the book and Games Galore are being 
sold by Page 6 Publishing so check out 
their catalogue if you have trouble find¬ 
ing the bits and pieces at your local retail 
outlet, TX)ME is, unforLunately, only 
being sold by mail order directly from 
Shadow Software although I have heard 
rumours that Mandarin were so impress¬ 
ed witti it that tfiey may decide to take it 
on. so It may appear In your shops by tlie 
summer (but U you cannot wait drop 
Shadow Software a line to find out more 
about TOME, their address is at the end 
of this article), 

AMOS (the Amiga - spit, spit - version of 
STOS) has been delayed once again and 
won't be making an appearance until 
APRIL, although there is a demo floating 
about the PD libraries w^bich should Im- 


STOS user and Journalist, and writes for 
a brilliant magazine called New" Atari 
User. Ok it’s me, but don't worry I won't 
be deserting STOS 'cos the ST Is about 
five hundred times more friendly than 
the Amiga and I'm looking forward to 
STOS Plus because, judging from what 
Francois has leamt in recent months, 
STOS Plus should be mindblowing, Until 
that time STOS (which still by far the 
best language on the SHTl will continue to 
teach me things that I never thought pos¬ 
sible In BASIC! Anyway if you own an 
Amiga as well as an ST (lucky thing!) it's 
worth checking out the demo Just to see 
what sort of things could appear in STOS 
Plus. 

HELLO FROM 
FRANCOIS LIONET! 

More news. Fmneois Lionet has contac¬ 
ted me and would like to say hello to all 
the STOS users who read this column, he 
wnrites a STOS column for a French 
magazine and Is very interested in getting 
a sort of program exchange going. So 
from this issue the occaslona] wonder 
program will be presented together with 
the usual breakdown so we oEsn all leam 
new things about STOS from a master 
programmer (that’s you Francois!). In re¬ 
turn I will send Francois aU of the prog¬ 
rams which appear in this STOS column 
so that he can see what sort of amazing 
things you ha%"e been doing wi th his 
ereation. 

COMPETITION TIME 

Competition news - there Isn't any! No 
seriously. I'm writing this before the last 
issue has appeared so nobody knows 
about the competition yet (is this nialdug 
sense to you?). Anyway, in case you mis¬ 
sed the last Issue (and if so, WHY?) Man¬ 
darin and Shadow Software have put up 
some really fantastle prizes for a small 
programming competition, all you have 
to do is write a version of a game which 
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you considered to be an 8-biL classic, it 
could be Asteroid-s, Ijode Runner, Jetpac, 
Choplilter Just about any dung as long as 
it appeared on an 8-bil machlne. 

Prlzes are really good, a list of which can 
be found in the last Issue, but if any of 
the games are goo<] enough both Man¬ 
darin and Shadow Softv.rare have ex¬ 
pressed an interest in marketing them 
(fame at last’b You can find a list of the 
Competition Rules in the last Issue but 
in case you cannot find a copy here are 
the main ones- 

1. The gfliM * Diust he written in 
STOS, 

2. A similar game must have 
appeared on an 8'blt computer, 

3. Closing date is the 25th of APRIL 
ld90, 

4. Any entries which are not consi¬ 
dered to be of marketable quality 
(they might still win a prize!) will 
be placed into the Page 6 public 
domain library for all STOS users 
to enjoy and leom from. 

5. The entries will be Judged by my¬ 
self and representatives from the 
companies supplying the prizes 

- and oxir decisions are final (so 

there i). 

If you do decide to enter (and 1 hope lot s 
of you do]) please remember lc include 
with your entry' the name of the game 
(and the name of it's affiliated S-blt ver¬ 
sion), your name and address (and phone 
number If you have one), and finally any 
special requirements the game may need. 

^ I'm really looking forward to seeing your 

STOS creations, my game Treasure 
Search has been In the public domain for 
quite a while now and a few people have 
actually written to me saying how nice it 
is, so thanks SlX>S'era, your comments 
and suggestions arc always welcome, 

ANY QUESTIONS? 

% before the programming bit let's have a 

new feature, questions and answers, 1 
have just received a letter from Mike Tes- 
' ter of Surrey, it was dated August the 

30th, sorry this has taken so long Mike 
but your letter was obviously lost in the 
piles of mall New Atari Users gets ewery' 



Francois Lionet’s Big Sprite maker 


day. Anyway Mike wiites- 
"Some time ago 1 purchased a copv' of 
STOS, I am having great fun learning 
how to use it to the best advantage, 
howev'er 1 have come across a minor 
problem, which Is I would like to use two 
joysticks. I am only a beginner in the art 
of programming who is trydng to write a 
simple shoot them up game for two play¬ 
ers vising Joysticks. 1 have studied the 
manual and cannot find any way in 
which a joystick can be used from the 
mouseport. Does anyone know^ if it is 
possible, if so can any one tell me what 1 


would need to do?" 

Well Mike, there Is no simple answer to 
your problem, 5T05 has no direct facility 
for reading a second Joystick and the 
only routines I have seen that would be 
of help use Illegal calls to die operating 
system, this has the disadv'antage of 
making them incompatible with different 
versions of TOS. Help Is at hand though 
In the form of Cartoon Capers which was 
the winning entry in the STOS competi¬ 
tion of L9SS/89. Capers uses a special 
extension to STOS which allows you to 
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Above - screen ejfects demo by Francois Lionet 
Right - Peter Hickman*s moving sprite demo 


read a joystick In the mouse port, this 
routine will be given away with Cartoori 
Capers when ft is released (sumcLiine in 
March 1 am assured). Unfortunately [ 
have not had the chance to try it out yet 
but 1 have seen it in action and It seems 
to wurk \'cry wcU. 

THE PROGRAMS 

Programming time. Tlie hrst of tills 
Issue’s programs (see pfe\dous page) 
comes from FrEincois Lionet himself, he 
has written a nice program that takes 
your sprites and joins them together to 
make even bigger sprites, he says the 
size of the Joined sprites is unlimited but 
STOS will do strange things h tliey are 
larger than 128x128 pixels because that 
Is the maximum Size of the STOS sprite 
buffer. Type in LISTING 1 for some big 
sprites. 

HOW IT WORKS 

LIFTB 10 - Set's up Qie variables needed 
by the program. 

LINE 50-60 - Clear any sprite bank that 
may be in memory and then present you 
lAith a file selector. 

LINES 65-100 - Clear the screen and 
change the palette to that of the sprite 
bank. 

LINES 101-lOS - Allow you to draw with 
the sprites. 

LINES 115-150 - Control tlie whole prog- 
ram, Jumping to various routines when a 
particular key is pressed. 

LINES 200-290 - Mark a box around the 
area of the screen yoii want to turn into a 
sprite. 

LINES 300-405 - Grab the block ol 
screen and store it in the variable 
BLOC SO using the SCREENS function. 
LINES 410-4SO - Perrorm tlie complex 
task of converting the SCREENS data 
into sprites, Eilthough this may look in¬ 
credibly complicated It's easy to tell we 
are dealing with sprites here because of 
the sprite bank identity number 
$19861987 contained in line 415, this is 
LOKEd (IXIKE is the version of POKE for 
longwords or 82 bit numbers) into tlie 
beginning of the new bank. 

LINES 485-500 - Display a file selector 
save tlie new bank. 

Now^ If the listing seems a little bit messy 
and not too well structured don't worry 
about it, all you need to know is Qiat It 
does the Job it was written for lalthough 


don't ask me howEfl). 

Once you have typed the program in, run 
it and you will be faced with a file selec¬ 
tor. Use this file selector to load a pre¬ 
viously saved sprite bankand you will 
now be able to paint with a sprite from 
your bank. Use the + and - keys on the 
numeric keypad tu change the sprite, 
press Escape to end the program and 
press 'G' to create the new sprite bank 
(but remember to grab the newr sprites as 
blocks first). When you press Return, a 
large flashing square will cover the 
screen. You can change the size of this 
by pressing the left and right mouse but¬ 
tons to move the corners of the square. 

At this point pressing Retuni again will 
grab that area as a block ready to be 
turned into a sprite. Pressing Escape will 
end the program, pressing the -i- or - keys 
changes the block number, pressing 'C 
clears that block and pressing space 
allows you to go back and paint wlUi 
some more sprites. As you can see the 


program is a little tricky to get the hang 
of, but stick with it and you will soon be 
producing lovely big sprites- 

SCREEN EFFECTS 

'I’he next program this month is an 
effects, demo (sviitten by Francois once 
again) to make screens disappear. Type 
in PROGRAM 2 and have some fun. The 
listing is so Incredibly simple it's not even 
worth me doing a bneakdowTi, but lets go 
through it anyway. 

LINES 10-20 - Clear tlie screen and load 
the picture contaloed on your STOS boot 
disk, 

LINE 40 - Jumps to the first effect, which 
sort of makes the screen vanish one line 
at a time. 

LINE SO Copies the background screen 
(w^hlch still has a copy of the picture) 
onto the physical screen (which has just 
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been erased). 

LINE 60 - Jumps to the nejct effect. 

And that's about it, the rest of the pro|^- 
f am consists of niore Jumps and the sub¬ 
routines themselves, don't you just love 
slmpllcil^^? 

SPRITE EFFECTS 

Last program this month uses some 
sprites from your SmDS aceessoiies disk 
to produce a short demo containing that 
really nice effect, that you often sec in big 
Assembly Language dCrriO’Sn Qiat is a 
whole bunch of sprites following each 
other in wavy patterns around the 
screen. My program is less than I k in 
Size and allow's you to move the pattern 
of sprites around with your mouse. 

HOW IT WORKS 

LINE SO - Clears die screen 
LINE 90 - Load's die sprite bank from 
drive B, you can change the drive and the 
bank to suit yourself, for this program 1 
have used the ANIMALS 1,MBK file from 
the STOS accessory disk, if you do decide 
to u se a different one please remember to 
use small sprites otherwise die program 
will slow dowm to a erawl. 

LINE 100 - Jumps to a subroutine which 
gets die colour palette from the sprite 
bank. 

LINE 120 - Sets the variable NUM to 7, 
this Is the number of sprites the program 
will use. 

LINE 130 - Moves to mouse to 0,120, 
LINE 150 - Switches the sprite update 
□IT. 

LINES 160-190 - Plot the Sprites in their 


original positions and updates the screen 
display. 

LINE 220 - Draws Sprite NUM at the 
current mouse position. 

LINES 230-250 - Do most of the work, 
die movement of the sprites is achie^'ed 
by each sprite (starting from the first) 
moving to the position of the next sprite, 
so sprite 1 moves to sprite 2’s position 
and sprite 2 moves to Sprite 3’s position 
etc. By using this method you can get 
some really nice effects, but don’t move 
the mouse too fast or It wUl spoil the 
smoothness of the whole demo. 

LINE 260 - Updates the screen display. 

BYE FOR NOW ... 

Oh well, another issue comes to an end, 
next time 1 wQl have lots more goodies for 
you to get your teetli Into, hopefully some 
more masterpieces from Francois, a run 
down on some of the programs entered in 
the competition, some more ntn^.'s and 
loads of other stuff. 

Before I give you my address Fd just like 
to wish Francois Lionet good luck, be¬ 
cause he should just about now be start¬ 
ing Qie French equivalent of National 
Sendee, w'e will all see you in a year 
Francois, but uiitlJ then stay in touch 
and have fun, 

I can be found at the following address, 
plea.se remember that if you do write wilh 
any questions an SAE v^lll guarantee an 
instant response. 

PETER HICKMAN 
36 CLEVERLY ESTATE 
WOHMHOLT ROAD 
LONDON W12 OLX 


STOS 

from PAGE 6 

NEW ATARI USER wants you to 

enjoy the delights of 5TO$ with 
these special offera 


STOS BASIC 

The programming language 
you need to get started 
Recominended price £29^96 

OUR PRICE £21.95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software pecksge 
Recomimericlecl price 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs [n<to 
ultra fast machine code 
Reoommonded price TCI9^95 

OUR PRICE £14.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 
iRecommended price Ct4.95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 
written by others 
Recommended price Cl 9,96 

OUR PRICE £14.95 

All these offers available to readers of 
NEW ATARI USER from Page 6 Publishing 
Use the order lorrn on page 49 or write to 
PAGE 6, P,0. Box 54, Staffordi ST161DB 
Credit osrd orders accepted 
by telephone to 0735 21392B 
or by FAX on D7B5 54355 


If you want tu know liiOCc about TOME, 
Sf^STRIKE PLUS or The STOS Club 
then contact Aaron Fotherglll at the fol¬ 
lowing address; 

$fLUX)1¥ SOFTWARE 
1 LOWER MOOR 
WHmOON VALLEY 
BARNSTAPLE 
NORTH DEVON 
EX32 8NW 
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BACK ISSUES 


Only these issues 
are now available! 


PAGE e back Issues represent an excelleni way of Increasing ilie 
enjoyment of your Atari with articles to enlighten you^ programs tc 
type In and reviews cf software to guide you, Almosl all of the content 
of peel Isaues are as fresh and relevarii today as when they first 
appeared. Disks are available for all EssueSn containing all the fl-bit 
programs from each issue ready to run, and they often include 
bonuses not found in the magazine. 

lollowing Issues are SOLD OUT 
ALL ISSUES PRIOR TO ISSUE 31 and ISSUE 35 

THE FOLLOWiNG ISSUES AHE SJJLL AVAtLABLB 

- Our massive survey on all the WARGAMES available for 
the It^iit Atari heads this issue which also Includes a great type-in 
tynthesiser listing called ORIGINAL SYNTH. Other listings include 
FONT FACTOHVp a lice charaoter editor and a challsnging game called 
BOWL TRAP. A feature on SSI, more Tutorial Subroutlnesp a long 
leature on THE NEVERENDINC STORY, reviews of ROAD WAR 2000 
and THE DUNGEON plus many more are also in this issue. ST SEC- 
RETS, a new series on ST programming begins with a look at sound 
and the ST reviews ssetion includes IMG SCAN, 8ASE TWO, TEMPUS 
and many nnoine. 

I 

DISK AVAILABLE - All the extra files for ORI¬ 
GINAL SYNTH set up ready to run plus others 



fSSUE 3$ 


- A great card game tor $-bit users called, rather uninspir- 
ingly, WHIST plus a two player game of TENNIS and a GRAPH MAKER 
that works on the I0>2d printer^ A new series starts on EXPANDING 
YOUR ATARI and there Is an excellent prcgram.^utorial on BUBBLE 
SORTING. Reviews include THE PAWN, GUILD OF THIEVES, SPARTA- 
DOS/U.Sr DOUBLER and many more. ST users can find out about 
programming graphics with ST SECRETS and can read all about the 
TURBO DiZER, PC DHTO plus reviews of Tanglewood, Defender of 
The Crown, Winter Olympiad, PROSPERO FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED with 
BONUS MACHINE CODE ARCADE GAME only 
on this disk. 

_- Many readers have said this is Our best Issue yet with 

an extensive feature on choosing a printer for your Atari, plus HEAVY 
METAL, a superb type-in machine language arcade game. Other type- 
tn listings Include another game, CRYSTAL CRISIS and two utilities, 
COLOUR TUNER and SOFTKEY, the letter being a super keyboard 
'macro’, utillity. ST owners can find out more about PROGRAMMING 
GEM with another article ii> the series end there are loads of reviews 
including MASTERPLAN, GUNSHIP and SPECTRUM 512. There'S much 
more in this issue besides. Including some great music for the S-bh. 

DISK AVAILABLE - including TWO BONUS 
GAMES that are not in the magazine. 

_ ■ An ADVENTURE special tO delight all fans of Atari 

Adventuring. Exclusive and extensive interview with LEVEL 9, two 
TYPE-IN 8 bit ADVENTURES, games reviews, bumper A-Z HINTS AND 
TIPS for all kinds of adventures, a survey Of elmoet every known Atari 
adventure and much more. Other Items Include DAVE FS DISCO, 
FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and the regulars. ST File IbCludee e round up of ST advenlures, a 
revisw of DUNGEONMiASTER, hints on adventures and stacks of 
general games reviews. 

DISK AVAILABLE - includes TWO BONUS 
ADVENTURES only to be fCund Oh this disk. 


fSSUE J4 




fSSUE 36 


_ Another cracking machine language game from Paul Lay 

ealled STAR rider plus heADQANGER, also In machine code, MUSIC 
BO* and SYNTH II to type in. MAPPING YOUR ADVENTURE shows 
you how to succeed in adventures, 950 SPLIT reveals secrets about 
the 850 Interface, DESIGNER KEYS allows you to customise the 
keyboard. Then there's BEGINNER'S BASIC plus a new series on 
TURBO BASIC, reviews of MERAK, Draconus, Joe Blade and more. For 
the ST we have B BOOT to allow you to boot from drive B, STOS 
reviewed, TRIP-A-TRQN, SPELLBOOK, 5JPERBA&E PROFESSIONAL 
all reviewed and you can find how to never get lost again with 
AUTOROUTE. All this plus much, much more. 

DISK AVAILABLE - Includes BONUS 
MACHINE CODE UTILITY to add 123 colours 
to Atari Arfist or Mleropalnter pictures. 
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_ Some excellent llslings Including SCROLLY TEXT EDI¬ 
TOR, a euperb ullllly for creating scrolling messegee on the XU*E just 
like those on the ST, plus BLASTCOM, a fast and furious blast 'em 
up, and SUNPLOTTER which shows you the posIHon of the sun and 
limes anywhere in the world. Also FINDER for searching your prog- 
rams, the first part of MACHINE CODE LIBRARY and the CASSETTE 
DATABASE. Loads of reviews, as usual. Including SpartaDos X. ST 
File Includes the first part in the MIDI series and coverage of PROTEXT 
and FLAIR PAINT plus reviews Of HEADCOACH (where have you seen 
that reviewed elsewhere?), SPRITE MASTER and a whole host of 
games. Lot's more besides. 

DISK AVAILABLE - includes BONUS program 
UNDER STARTERS ORDERS, a SUperb horse 
racing game for all the family 


ISSUE 33 


_ - A super educational program, MCO-TEST, for revision, 

homework or fun. The MACHINE CODE library looks at saving and 
loading memory, a utility lists a REAL TIME CLOCK for your XL or XE 
and THE PODZ is a great scrolling game. There are several more 
listings. The TIPSTER begins and articles include THE GAMES THEY 
NEVER RELEASED and more O'O Turbo Basic. ST owr>ers can enjoy 
typre-in routines for graphics, reviews of MIN1X, FUN SCHOOL 2, 
POLICE QUEST II plus loads of games. The MIOIols guide oonfinuas 
and John Sweeney looks at KINGS QUEST and LEISURE SUIT LARRY. 

DISK AVAILABLE - Includes galactic 
CRESTA a BONUS MACHINE CODE GAME 
previously released commercially!! 


ISSUE 39 


- The first tvpe-ln fishing game for the Atari, CATCH DAY, 
heads the way with MOUSE PARTY and a NUMERICAL CONVERSIONS 
UTILITY also tO type In. Other features Include PAGE MARSHAL, 
HAWKOUEST, the MACHINE CODE LIBRARY on Player Missile 
Graphics plus, of course, THE TIPSTER and reviews of 8-blt games 
including STAR wars. TheST section Includes reviews of THE jade 
STONE and DOMES OF SKA, the Midlot's guide lo the SEQUENCER, 
3 new column on STOS PROGRAMMING plga many, many reviews 
including GOLDRUSH and GALDREGON'S DOMAIN. 

DISK AVAILABLE - Includes PRO GOLF as a 
BONUS. Superb 13 hole action with all the 
oplions plus a construction kit to build your 
own courses 


ISSUE 


_ Read all about Subloglc, the company that broughi Flight 

Simulation to the Atari. Programs Include SHIFT IT, a mind boggling 
sliding puzzle game and MEAN MOTOR for last racing. A simple 
educational program is LEARN TO READ whic^ you can easily adapt 
and K-TYPE will improve your touch typing. AH these plus the Machine 
Code Library, Cassette Database, The Tipster and much more. For ST 
fans the STOS column has lype In listings and there are reviews of 
ARMADA, JET, BATTLETECH and many more. Also the final pari In 
the Midiof's Guide lo Music. 

DISK AVAILABLE - includes BONUS maohlno 
language game GHIDWARS 


ISSUE 4T 


_ Soma naat S-bit utilities including LI3TIF, a new comimand 

for Basic and LCIODUMP for the Star colour primer. Games include 
Bill Halsall's great SNAKES ALIVE for up to twenty players! PICMA- 
TICS is a nice educational program to leach maths and articles include 
the MACHINE CODE LIBRARY, CONFESSIONS OF AN ADVENTURE 
ADDICT and more. ST users can enjoy reviews of INDIANA JONES, 
POSTMAN PAT, HISOFT C, DEMON'S WINTER and many, many more. 
There is also the first Ir^slalment of MAKING MUSIC and, of course, 
THE STOS COLUMN complete with type In game. 

DISK AVAILABLE - includes DOUBLE BONUS 
of TRAKSTAR and BLOKHEAD, Two great 
machine language games 


ISSUE 42 


_ Cheat at cassette games with the TAPESTER, play games 

with TO THE RESCUE and HOT ROD HAIDER. Expand your prog ram¬ 
ming knowledge with MULTI-MOUSE, MACHINE CODE LIBRARY and 
HEXSAVER. Plus three pages of THE TIPSTER (including the solution 
to Quest For Eternity), lots of reviews and TURBO BASIC. ST owners 
can enjoy reviews of NEODESK, SCAPEGHOST and a host o1 games 
together with the regular Music Column and our STOS COLUMN with 
type-ln programs. 


DISK AVAILABLE with BONUS game BflIK- 
BAT, a classic machine language program 




BACK ISSUES are tTSU each In the UK, ES.*! tor Europe! or surface mall elsewhere and E3.S0 for Air Mail oytalde Europe. Prices Include postage. 
ISSUE DISKS are for any 4ak or 64k S-bIt Atari. Each disk is £2.95. Postage FREE Irt U.K. Overseas add £1 per order (any number cf disks) 
Send your order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DH, ENGLAND. ACCESS and VISA accapted. Telephone 0795 2t392& 
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The RESOURCE FILE 

where to find support for your Atari 


TKf File ks a service provided by 

^Al^E ^ to help Atari ewnets :u>utces ef 
inPijrJrttitl4?n, h^lp and supply. An etijry En 
ihb dft« ncK nt<« 2 stirily imply any 
cfidofserti^m. by I'AGt 6. The relailert shtwn 
are chost; who are known to have supported 
Atari for some time but things change and 
readers, are advised to check for themEeh''es to 
eruurethat the InfarmatLan is still current. 

We would ask any readers who find tnfarma- 
iioh ta be I noocu rale or oai of dale to let u.t 
krww so thal «n entry may bo amended, ar 
dth'tL'd. 


RETAILERS 


The foliawing retailers have been re- 
mwfd Train aur Rrjnuurce File 

iftfCOIV CrJVTFC - fdinJhirBii 
liVrDTt> ^ lyitftJngbajn 


ATARI WORLD 
15.. Frnnell Street 
Manchester 
3DU 

Tel. tkil 4941 


COM PtJTEK. ADVENTURE WORLD 
Bank Buildlnuis 
1A. Charing Cross 
Birkenhead L41 6E| 

Tel.HSL 1132 

COMPUTER CAVERN 

9 Deon Street 

Marlniw 

Bucks 

SL7 5AA 

Tel. 062e B?1101 

COMPUTER CAl.'ERN AND JUST 
TAPC5 

1 London Street 

ba>i^y^take 

Hants 

RMl 7NT 

Tel. 025ti 4T2231 

COMt'UTEIi CAVERN 
22, Morley Street 
SwLndan 
Wilts 

Tel. 0793 iK.SfilKi 

COMPUTER CAVERN 
21, HairLs Arcade 
Readiny 
Berks. 

RGlIDN 
Tel. 0734 .5S3E162 


hltlOHTON COMPUTF.Ii EXCHANGE 

Z, Ann Street 

Brluhtan 

SNl 4CP 

Tel, 0273 570240 


COAtPLITER CENTRE 
174, High Street 
Harnr:hurch 
Essex. 

Tel. £>4l>24 751513 


GLASGOW COMPUTER CENTRE 
Virgin la Galleries 
33 Virginia Streel 
Glasgaw 
Cl ITU 

Tel. Ml 5.52 1522 

HI VE Wt.Sl FRN l.rU. 

S2, Cambrian Hood 

Newrpeirt 

Gwent 

Tel. 0633 627W 

LADCROKE COMPUTING LTD, 

.13, Ormsklrk ftewd 

Preston 

Lancs. 

FRl 2QP 
Tel. 0772 2H74 

I.EV1NC4TON COMPUTER CENTRE 
17, The Mall 

Crttigihill ShbppEny Centre 
Llvln^ton 
WesI Lothian 
Tel. Q406 36973 

MICROS RON ICS 
27a, Market Street 
Tamwarth 
Staffs 

Tel. [>f!27.5l4etl 

ONE STEP tiF.VOND LTD. 

11a, Castle Meadow 
Narw Ich 
NRl3DG 
Tel. 0603 6637*?& 


PEATS ELECT RONrC5 
197, Parnell Street 
Dublin 1 
Ireland 

Tel- DOai 727799 

SOFTWARE EXPRESS 
2l2, Broad Street 
Birmingham 
fel5 2Ay 

Tel, 021 643 9100 

SOFTWARE EXPRESS 
9 Exeter Sireel 
Plymouth 
Devon 

Tel. 07SZ 265276 

WHITEROSE COMPUTERS 
BrOaklyn Caurt 
Bradford Raod 
CleckheoiCon 
W. Yorks BD19 4T| 

Tel. 0274 SSI 131 

A.S. WOOTTON & SON 

116, Edleiton ttiMwl 

Crewe 

C3V2 7 HU 

Tel. 0'270 2141JB 

YORK COMPUTER CENTRE 

9, Uavygute Arcade 

Das'ygote 

York 

¥01 2SU 

Tcl. 0904 641862 


ABC 

Cantart ktike Donogbue, 135. St. 
Leonards Road, Leicestei, LE2 3BZ. Tel. 
(MT-T 700190. Retailer and Ijolh 8-bit 
and ST user groups. 

A.C.E. USER GROUP 

Contact Martin Sharpe, 23, Brooklyn 
Court, Bradford Road. Cierkhoaton, 
West Volts, BDID 4T]. Tel .0274 351131 
(21 houTfi). Monthly meetings, newslet- 
ier. trips, discounts etc. 

A- U, G, (IHELABIU) 

Contact Mike Casey, 3, S(. Kt'Vins Rirk, 
KiJmacud. Co. Dublin. Ireland. Tel. 03 
381330 or BBS 01 335634 (24 hours). 
Monihly meetings and newsletter. 

GESTWOOn B-BIT USER 
CROUP 

ConlcjH.1 David Taylor, 60 StL-venhalirte 
CiGscent, BesCwood Pork, Notlingham, 
NC5.5]W. Tel. 0602 209735. B-blt local 
uters only 

BOURNEMOUTH AND POOLE 
ATARI USER CROUP 

Canloel Cctliia Hunt- 241!^ Wimhome 
Rond. Oukdale, Rible, Datsel. St, K-hst, 
hardware and sdltwaie dcveltspmenl. 

BURY ST. EDMUNDS USERS 
GROUP 

Contact Gary Brummage, 22, Ridley 
Road, Bury St. Edmunds, Suffolk, [P33 
3H5. Pleckse send SAE for detalH. 


BBS 


Nomif; THE VILLAGE 

Number; (11 4154 2516 
Hoursi 24 Hoursy? JtiyS 
Baud: V2l, V22, V22B1S, V23 
Features: 8 bit area, 5T area, CP/M 
area 

Name: INFOMATIQUE 

Numlwr; QOOl 764942 (Dublin) 
H-aurS; 24 Hours 
Baudr 300/500 and 75/1000 
Features; ATARI SlG and pruyrum 
library^ 

Name: LEICESTER CENTRAL 

Number: 0533 700914 
Hours: 24 Hours 
Boud: iWOund 1200/75 

Fealures; S bit drea and 5T oreo 


COLCHESTER ATARI USER 
GROUP 

Contact Mike Harrisan. 172, Harwich 
Rood. Colchester, Essex, C04 3DD. 

Meets finrtnightly, supports all Atari sys¬ 
tems. fel. 02(16 867911 or 0206 4290Q 

CLUB CENACLE 

Contact MLche] Breton, Club Cenadc, 
E.P. 49, 95110, Sannois, FRANCE. XL, 

XE and ST users, newsletter, PD library, 
corrtoct with users and user groups any¬ 
where in the world welcome. 

FpST ST BaNic Users 
Group) 

Canine! Simon Rush, 42 York Rtmd, 
Rayleigh.. Essex.. 556 B5B. Tuloriats in 
Basic and 63000. SAE for full details. 

FLOKPVSIIOP ST 

Cbhtbcl Sieve UeLaney. 30, Ht^wati Cres¬ 
cent, Northfield, Aberdeen,, A82 5SII. 

Tcl. 0224 691824. 

The GATEWAY CLUB 

Contact Phil Herberer, J64d EtadcllEFe 
Road, Lakenheath. Suffolk. Tel. (Ens- 
welt) 236.3. All computer club wilh Atorl 
sechon. MeeLsoncea mnnth. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contoct Glenn Lender, 143 Riehmond 
Road, Levtonitone. London.. Ell 4BT. 
Tel. 01 556 0395. XL,XE, ST usere. Great 
newsletter and PD lihrory 


Name: CHARLY 

Number: 04S1/3I642 Germany 
010/49/451/.'51642 from England 
Hours: 24 Hours./? doys 
Buudr 300, Sol 
Features; Atari 8-bil and ST oreQ.q. 
P.D. software. Some Ciermun 
required! 

Name: THE ARK 

Numtier: 021 35 8 54 S6 
Hc>ur.s; 24 Hours/? days 
Bond: 300 Or 1200/ 7 S 
Features; S bit with [X>wnload.5, 
hints, swaps ete. 

Name: CRYSTAL TOWER BBS 

Number 01 886 2S13 
Hours: 24 Hours 
Baud: 3(K) to 2400 

Features: Atari .section which 
needs your support! 


LUCx^S (LEEDS USER GROUP) 

CbritOC! tMve on 0512 7l 77l2 anytime. 
1050, 610, cuMelle users wielcxjme. Serul 
SAE lo P.O. Box TR7, Leeds, W. YOrks 
LS12 5PC 

LVAUG (LEA VALLEY ATARI 
USERSGROUP 

Cornutl. Malt Tyr.iejnan, 125 Codmore 
Lune, Che-sbunl, rterls, EN8 9Jhl. Kegu* 
lor meetings and newsletter, 6/16 hil. 

MACCLESHELD COMPUTER 
CLUB 

Contoct Peter Solomon. Tel. 0625 20782 
evening.^ and weekends. All computer 
club wjlb Atorl .section. Meels fort¬ 
nightly. 

NORTHERN ITALY 5T FANS 

Contact Corlo Eianchini, Viole Argonne 
12, 271M PA VIA, holy 

ROCHDALE ATARI COMPU¬ 
TER ENTHUSIASTS (H,A.CT;) 

Contart The Setrvtary, P-O. Box 1. Koch- 
dale. Lancs 0112 6TQ. SAE oppoeciaTetl. 
All Aturis, meetings fortnightly 

SIGATARI 

Contact Glenn Leader. 143, Richmond 
Hood, Leytonstone, London, Elt 4BT. 

Tel 01 556 0395. For those interested in 
niwe urluSuol oppllCdtlons,. 

ST USER CLUB 

Conlael Tony, 8, Lthnurd Rotid, Peck- 
ham, London, SEl 5 18U. Members with 
double sided drives 


Namet: CITY UNDERGROUND 

Number; 01 773 4758 
Hdui3l Mun-Fri 7 pm lo Sam 
Sat/5un 24 huiirs 
Baud; 300/1275 
Features: 8 bit emd 8T 

Name: THE GNOME AT HOME 

Numbers 01 SB8 8894 
Haurs: 24 Hours./? doys 
Baud; V23 vi^iwdata 
Feotures; ST urea frame *1632,0#. 
5T Babble starts on frame 
*1632.9# 

Nome: CBABBS 

Number: 021 430 3761 
Hours: 24 Hours/closed Thurs¬ 
days 

Baud: 300 

Features; ST/8 bit, tmuil Id USA 
and Canada 


USER GROUPS 


STOURBRIDGE ATARI USER 
GROUP 

C&ntdrt 1.45 Toylor, 99, Rredan Road, 
SlourbrUlgL*, Wets Midlands. IIY5 4LA. 
Td 9384 379757 Mwtihgs oncf a 
month for 6 bdt computers. 

S.W.A.G. (SOMERSET WEST 
AT.ARI GROUP) 

Contact J. Evans, 14, Pleln Streel, Some¬ 
rset West, 7t:50. Cope Province, South 
Africfl, 5T and 8 bit us6r group offering 
help urul assistohce lo user? tn South 
Africa induding tuwniihip Schobls. 
Warlctwide support appreciated. 

VTB ATARI COMPUTER CLUB 

Cr^n tact Christian Delabcne, Helcstraat 
7, yOSd F.vergem, Belgilum. Tel. 
091/26.29-29. Por K],XE,5T. Oigonbsed 
talks, visits fic. 

WESTMORELAND ATARI 
COMPUTER ORGANIZATION 
(W.A.C.O.) 

Contact Chuck Eosso, 209 Emruse Dr., 
h1T.sbiJTgb, P3 15225, d.S.A. Covering 
B-bil, large [TJ llhrury catalog, will mall. 

WORLD ATARI PENPALS Int, 
User Group (WAP) 

Ctsntaci Max Ten-een, Magerhurst 8, 
Alphen a,^d Rijn, 2402 LF, The Nether¬ 
lands. Tel. 01720 45593. Members, in 
USA, Canoda, France, U.K., Greece, Ger- 
many, .5oudl Arablo. Have circulating 
disk (R-hit and ST). Moil only. 


PAGE 6 reserves the right 
to delete any entry from 
this feature far any 
reason. Inclusion does not 
imply any endarsement 
by PAGE 6 and PAGE 6 
can accept no responsibil¬ 
ity for the occuracy or 
completeness of an entry. 
Pleose tell us if you find 
any entry out of date. 
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PAGE 6 ACCESSORY SHOP 

THE VERY BEST IN PUBLIC D0MAIN\ 
PLUS BOOKS, DUST COVERS and ACCESSORIES 




Disk Drives; 


■^Tnnr; 


>UariST 




M i-ucw^ ^ 






Elect 

Com 

Proje 


AGuIrteto 

ATMU ,^.'300' 
fei jgnaJ Ciwnputers 


HUNDREDS OF ITEMS IN OUR CATALOGS 


XL/XE 


PUBLIC DOMAIN 



The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disks 


NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Please note our calQlogt Oo nol contain 
comineiCial ioUwarB norcMlIy available 
(rom rsiQilBrs or advertisers in Iho iTicigajirie 


DUST 

COVERS 



Every imaginable Dust Cover! 


ST 

PUBLIC DOMAIN 



PAGE 6 was the very first to 
Introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 


OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD’S FINEST 
ST DISK BASED MAGAZINE 


P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 

Telephone 0785 213928 






















